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PlayStati 
Sony's long-awaited entry y Hon 


into the platform game f 
arena. You've never experi- 
enced anything quite as 
sensational as this fully = 
animated cartoon world ( ies 
se AD. 


coming to life. It's floode: 
with obstacles, enormous levels, unbeliev- 
able graphics, detailed real-time lighting, 
amazing music and sound effects. Packed 
full of solid gameplay, hidden bonus 
levels, secret pathways and fiendish traps, 
this is the “must-have” game of the year. 
Travel in real time across 3D worlds in over 
30 levels of intriguing gameplay with thou- 
sands of frames of animation! Interact with 
hilarious, fully rendered 3D cartoon-animat- 
ed characters. It's acked with all the clas- 
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EXNEWS: Page lb 


Big press party info this month, includ- 
ing: Greg’s Japan trip, Zach & Mark’s 
Candlestick adventure and more! 


EXECUTE: Page cb 


Bust-a-Move 2, WWF Wrestlemania, Rise 
2, College Slam all get cheated and we 
present the final installment of our long- 
awaited Fade to Black walkthrough. 


EXCLUSIVE: Page 34 


This month we treat you to an exclu- 
sive in-depth on LucasArts. 


EXPECTING: Page 40 


Test Drive: Offroad, Epidemic, Tobal No. 
1, Contra: Legacy of War, Broken Helix, 
Pandamonium and much more is what 
мете here for. 


EXTREME! Page bb 


Accolade’s platform cat leaps into the 
32-bit world in this real-time 3D 
action/platform game. 


EJRATED: Page 72 


This month: Madden 97 vs NCAA 
Gamebreaker! Who plays the best ball? 
Also, this month: Star Gladiator, 
Capcom’s first venture into the 3D fight- 
ing arena, Motortoon GP, SFA2, Kain, 
Wipeout XL and some other fine softs. 
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The issue you hold in your hands is the 
single biggest issue, yet, of PSExtreme. We 
have now been publishing for 11 months and 
we are honored that you have spent your hard- 
earned cash on our (as Zach would say) 
"humble little publication." Tim, Greg and I 
founded Dimension Publishing a little over 
a year and a half ago and it came to me that, 
although you know us by our writing, during 
all of this time, we've given you very little 
information on the people you invest in every 
month. So, if you'll indulge me for a page, I'll 
give you the skinny on the gang at Dimension 
Publishing. 

The company has, as its foundation, a 
tight-knit core of good friends and family. Our 
primary goal has been, and will continue to be 
as our business grows, to produce the highest 
quality publications, both from an editorial 
standpoint and in terms of our production 
values. 

Tim Lindquist is our Production Director. 
Greg and I have known Tim for over four years 
now and continue to be amazed by his technical 
knowledge and creative abilities. He is also 
a HUGE gamer. Recently, he has gone on a 
classic arcade binge and acquired, at last count, 
over 100 arcade boards and machines. Tim's 
responsibilities include the coordination and 
supervision of all page production, as well 
as managing our pre-press operation, systems 
management and, in his spare time, responding 
to your letters and e-mail in EXMAIL. 

Greg Off is PSExtreme's Editor-in-Chief. 
He is primarily responsible for the coordination 
of all editorial in the magazine, as well as 
for maintaining relationships with all relevant 
software publishers and developers. Greg is 
the best all-around gamer that I have met during 
my time in the business and, when he analyzes 
a game in EXRATED, you can be sure that 
it has been played through-and-through, and 
that you are getting the authoritative review 
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on the product. 

Then, there's the front office staff: Mark 
Winding, our National Advertising Director 
(and one of my two younger (and uglier) 
brothers), Michael Gerardo, our National 
Newsstand Sales Manager and Susan Olsen- 
Winding (we threw in her maiden name 
because we felt that there were just too damn 
many "Windings" in the masthead), our 
Operations Manager. As their titles would 
imply, these three people have been critical to 
our success; getting the magazine out at point- 
of-sale, getting advertisers to invest in our 
vision and managing our dough so we don't 
do crazy things like spend thousands of dollars 
on worthless stuff like, oh, I don't know ... 
fiberglass statues of Sonic and Tails. 

Finally, we have the writers; Zach Meston, 
Eric Winding (my OTHER younger, uglier 
brother), Alex Andrews and our newest 
contributing editors, Dan Mueller and Ben 
Cureton. There is a tremendous amount of 
gaming knowledge shared by these individuals 
— about 75 years of playing and 5,000 games 
owned between the five of them. In fact, there 
combined knowledge of the history of video 
games rivals that of Tim, Greg and I. Each 
of these dudes has their own particular gaming 
expertise and writing style and we try to use 
them so that they best represent the varying 
tastes of our readership. 

Finally, there's ... well, me! A subject I, 
thankfully, know quite a bit about. Although 
I write this column every month, I haven't given 
you a whole lot of insight into my personal 
history. I was born the son of poor 
sharecroppers, left a career in architecture to 
play games for a living, devoted to Jeanne, 
proud father of Spencer and master of Alvin 
the dog. Oh, yeah ... and I am an evangelical 
Monkees fan ... 
it up .. 


I think that pretty much sums 
. thanks for reading! 


Dave 


DAN QUAKENET 
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The King Is Back, But 
His Field Has Changed! 


No more Mr. Nice King! Нез 
"Working for the dark side now! 
King Alfred, the Holy King of 
Verdite has fallen victim to the 
minions of evil as ASCII 
Entertainment brings in another 
installment of last winter's hit 
PlayStation title King's Field! 

In King's Field II, you will find 
the same gripping elements you 
found in the first King's Field, 
only with even MORE of the fan- 
tastic elements that addicted you 
to the original. 

An awesome new world lies 
before you as you embark on your 
new quest. ASCII obviously put 
in an incredible amount of work to 
make this new quest in the king- 
dom of Verdite as lavish and 
realistic as pos- 
sible. This 
realism stems ¥ 
from the same tech? 
nology that was used 
in King's Field I, but 
this time, you have the 
entirety of the kingdom 
to explore! 
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Outdoors, inside castles, villages, 
underground passages and dun- 
geons — all combine to make an 
immense world that will have you 
immersed within moments. 
Make no mistake, this is no ordi- 
nary sequel. Numerous upgrades 
and captivating elements mix 
with the most addictive points 
of the original top-selling 
Са adventure to bring you 
, the hottest new title to hit 
` the PlayStation this year. 
~ As you may recall from the 
^x first King's Field, a 3D tex- 
ture-mapped, 360° world of 
\ larger-than-life enemies lay 
before you on the monster 
infested island of 
Melanat. 
Shipwrecked оп this 
island, you were to bat- 
tle your way through 
levels upon levels of 
dungeons and monsters 
in search of Ше 
Moonlight Sword 
which was stolen from 
the King's Throne in 
Verdite (the kingdom on 
the mainland). 
Your character, 
Alexander, learned magic 
spells, grew more skilled 
with his sword, and was able to 
pick up and equip any weapons, 
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armor, ог items found оп the 
island. All of the elements of a 
winning RPG were packed into a 
first-person, Action/Adventure 
outer shell — bringing a very 
unique game to the genre which 
held the attention of most every- 
опе. With vast improvements 
over the first, King’s Field П is 
bound to share the same success 
story! 7 

One of the most riveting elements 
of the new quest is that the story- 
line has been greatly improved 
upon! I know that a lot of us 
thought that the first King's Field 
was plenty deep, but ASCII has 
gone above and beyond to make 
this sequel an experience that will 
draw you deep into the involved 
plot — disabling you from putting 
down your controller until every 
last Red Eye, DragoNewt, and 
Stool are driven from the king- 
dom! 

You start out the game with an 
introduction which allows you the 
chance to find out what has been 
happening since © Alexander 
brought back the Moonlight 
Sword to the kingdom of Verdite 
five years ago. A cool intro 


sequence complete with voice 
over and full-motion cinematics 
bring you into the world as the 
King’s son, Prince Austin Lyle 
Forester, a title that should have 
everyone in the kingdom bowing 
to kiss your feet. Unfortunately, 
your father — King John Alfred 
Forester I — has fallen to the will 
of the evil forces which are attack- 
ing your kingdom. 


As you progress through the game 
to go out and save the world, you 
will have to talk to all walks of life 
in the kingdom. Eccentric Monks, 
irate mothers, indifferent soldiers, 
even an occasional enraged mon- 
ster will have a few words for you. 
Your challenge, of course, is to 
win the favor of the people so that 
they will give you the help you 


need as you try to learn new spells » 


"It's so addictive, they "ll have to cut 
the power to my house to get me to` 


stop playing!” 


of magic, pass over rivers of lava, 
and collect threads of power that 
can sew your kingdom back 
together. 

Don’t get me wrong, this is no 
"rocking at home with your cro- 
chet needles” game we're talking 
about! You'll come up against 
some of the most frightening and 
powerful Ер эни since Clash of 
the Titans! 

In addition to the сате” story- 
line, ASCII has also put forth a 


valiant effort to come up with- 


humorous and stimulating dialog 
and characters to bring your quest 
to life. Such characters as Jack, a 
100+ year old resident of Verdite 
with a more ‘than stereotypical 
attitude and a funny senility about 
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him, will bring sparks of humor. 


that you'll enjoy throughout the 
same! Even a bit of romance 
enters the quest as the scantily! 
clad elf merchant, Lyr — who has 
held a flame for the prince since 
childhood — drops hints about 
her feelings that even a Golem, 
could comprehend. 

Not to forget about the CD quality 


sound, of course! King's Field I - 


has a wide selection of ассотра- 
nying music to entreat your ears 
as you progress along your jour- 
ney. Original scores are long’ 
enough to not sound repetitive and 
yet are not so intruding as to dis- 
tract from the ambiance which 
they so artfully bring to the game. 
Other sound effects include terri- 


Remember те? Shore уа do...it’s Leon Shore. Соте 
visit my house whenever you need a friend or a guide. 
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Swordplay... 


_The fighting technique in King’s, 
| IL is slightly different from ће | 
К nal. The enemies-have been. 
| enhanced to recognize your pattern 
of attack so that they can turn, 
block, even.parry and thrust to put 
you quickly into the realm of the 
dead! What you will have to learn * 
is to circle and then double back 
hil *thexenemy. is. distracted. In 
y m reduce ` your hits | 
-As in the first 


In: addition, use your magic as 
ja distraction” 
while you go 
in for-a hit. 


first, then го in for (ће 
‘Enemies can use the same tactics. 
though, so be careful. They also 
attack in groups, so make sure that 
‘you don't get surrounded! Good 
luck! 


around the next bend! 
With all of the improvements over 
tlie original King's Field, you may 
bêş worried that ASCII made 
changes in the intuitive control & 
easy-to-use, pop-up menus. Well, i 
let me put 
your 


fying wails, screams, and roars 
from the afflicted and from the 
enemy; thunderous explo- 
sions, the glorious sound of 
steel on steel during sword 
fights; and, of course, the fr 
exceptional Stereo 
effects that were such a 
notable achievement in | 
the first King's Field! 
You can Actually tell | 
how close! you are to a 
monster by how loud the X. 
eerie screeches and roars 

are — with some practice, 
you can eveh distinguish what 
you're going to.come up against 


While the с 
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Behind The Screams... 
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first King’s Field was a phenomenal 


‘success, ASCII wasn't satisfied with just Шш оша EE 


mind at edse. ASCII did leave-in 


Some of the already refined ele- 
ments that made the first King's 


. Field a roaring success. The intu- 


itive control and pop-up menus 
remain. unchanged for the most 


part... ASCII did, however, add a 


feature. то the. "System". menu 


which allows you to change the 


default button-configuration to 
anything you-want. This ‘feature 


_ gives you “just that much more 


control over how your game acts 
and reacts. 

This much anticipated sequel to 
King’s Field would have done 
incredibly well even without the 


vast improvements. “Just on the 
promise of the same quality in the 
‘beautiful’ 3D polygon graphics 
"and ‘interisity of gameplay, King’s 


Field П would have been a sell out» E 


game! But with impróVed:sound.- 
graphics, and storylines along + 


with a humongous world to 
explore, King’s Field П is destined 
to be one of, the top sellers this 
holiday season and well into next 
year! 

I would wish good luck to you, 
Prince Austin Lyle Forester...but 
you're gonna' need a lot more 
than luck to make it through this 
one! 


immense. Your only 
loring the whole thing is to 

n е Pixy Map early on in your 
quest (It's an automap which maps 
everywhere you go in the game.) Each 
village; castle, dungeon, and aneren 


pi With every: 
across every time you 


change what they 
NITE and 
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them often! For 


Behind The 

It all started with a wish list. 

Design and Layout coordinator 
David “Commander” Silviera 
and Production overseer, Mark 
“The Monk” Johnson (doubling 
as ASCII’s video game 
consultants and game masters) 
were given the opportunity to 
make a wish list for everything 
they wished had been in KF T 
and everything that could have 
been better that was already in 
the game. Combining feedback 
information from the consumers 
via the On-line News Groups. 
registration. card information, 
[and their own. ideas, they. put 
together a list of upgrades that. 
‘would make the ultimate game. 

‘After presenting the list to From 
‘Software, Inc. of Japan, ASCII 
(also added ^ Austin (as in 
Prince"). Leininger to the ranks 
lotsthe. KF II team to. help 
i plement the upgrades and 
-make КЕ п а smashing success. - 


evriting the Japanese script 
was a blast,’ quoth Austin. "It. 
was the opportunity to actually 
create ап. entire script Тога video 
‘game only limited by the 
‘original story line from Japan.” 


"The improvements over King's 
‘Field T include... 


* Larger world to explore. 

* Outside areas of exploration. 

'D Quality music and sounds. 

** Improved character definition 
and dialog. 

* Enhanced storyline and plot. 

|• More fearsome enemies. 

* Enhanced weapons and 
magics. 


| And Much, Much MORE! 
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Dear PSExtreme, 


First, some well deserved praise. I have been a long time 
player of video games (mostly on home game systems). 
But, until now, I have never seen a magazine that not 
only offered what gamers want, but gave it to them with 
such high quality. I have been reading your magazine 
since issue #3 and, even though I may not always agree 
with your rating of certain games, I always find what I 
want — the MOST ACCURATE coverage of what's HOT 
and what SUCKS in each game reviewed. So, I will always 
look forward to each new issue of PSExtreme for the best 
PlayStation coverage. 

Now, I would like to know from the best: 

1. Is the rumor that Sony may lose Resident Evil 2 to 
other less worthy systems due to a dispute with Capcom 
over creative freedom? If it is so, I would like to encour- 
age fans to write Sony about keeping the title, if possible. 
2. I heard that there is a Star Trek Generations title for 
PSX in the works. If this is true, please give this die-hard 
a some info. on gameplay, storyline and the release 


ae On sequels: will there be a D2? And, will there be a 
PSX version of Wing Commander IV - The Price of 
Freedom? 

4. Finally, are back issues of PSExtreme available, and 
how do I get them? 

Thanks for the info. and the best source of PlayStation 
news available. 


Thanks for the kind words. 
1) No, thankfully, RER ів 
on track for next year. 

8) Spectrum lobyte will be 


released for the F 
8) Not for the Plays 
4) Yes, we have all iı 
Busan a call at 415-572. 
what you need. 


Dear PSExtreme, 


I'm not sure whether to write to your EXMAIL depart- 
ment or EXECUTE department. Please let this informa- 
tion be passed on, so that everyone will know how to 
get the best performance from their PlayStation. 

Tam writing to let all of the PlayStation gamers play their 
games without the reported problems of video and music 
skipping and slowdown. I bought my PlayStation in October, 
1995 and the games have been awesome. Like Sony says, 
"The best games are first on PlayStation." I agree 100%, 
but lately I have had some skipping and freezing prob- 
lems that have really scared me. One day, while playing 
а game that had that problem I flipped over my PlayStation 
to read the back and, to my surprise, all of the skipping 
problems stopped and the game ran brilliantly. The trick 
worked with all of my troubled games. Try it yourself 
— all you have to do is flip over your system and play! 
I'm not sure why it works ... possibly due to the better 
circulation it gets upside down. Do you guys at PSExtreme 
know how this works, or have you ever even heard of 
such a technique? 


Sincerely, 

Adam Hix 

Fremont, CA 
PlayStation's #1 fan 


We've also got а PlayStation that has problems 
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Dear PSExtreme, 


I have some questions about some games that you, and 
some other mags, have rated. Please answer them the 
best you can. 

1. In another magazine, I saw a review of "Pretty Fighter 
X" for the Saturn. It's a fighting game with all anime 
chicks (kool...huh), but it's on the Sega Saturn (why?) 
Is there any chance that it could be made for the PS? 
а. In issue #9, you reviewed the upcoming MK Trilogy. 
I noticed that, in the picture of the character select screen, 
Johnny Cage isn't there (not that this is a big loss.) 
Did they screw up, or is this some special secret thingy? 
3. Also, in issue #9, you reviewed Ridge Racer Revolution. 
In this, you mentioned how good the original was ... you're 
kidding, right? I'll take Need for Speed any day. 

4. Finally, I saw a code for The Need for Speed (yes, in 
issue #9.) It said to type in TSYBNS at the password 
Screen. Could you turn TSYBNS into controller talk? And, 
where is the password screen. 

Thanks for making this mag — it's just what every PS 
owner should have. 


PS Jumping Flash 2? All right! 
PPS Does it fly good? 
From, 
Geoffrey Harlos 
Kelowna BC Canada 
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Dear PSExtreme, 


With all the new PSX titles coming out in the next few 
months, I'll be looking to you for help in sorting through 
them all. Your reviews are reliable and consistently adult 
without being obsessively technical. I have just a couple 
of questions and suggestions. 

1. Please drop either the redundant "Bottom Line" or the 
last paragraph of every review. Some kind of 
"Comparison" section would be more useful, where you 
could rank the reviewed game against others of the same 
type. For example it wasn't clear in your recent review 
how NHL Powerplay '96 ranked against NHL Face Off. 
Powerplay looks and sounds like it might be even bet- 
ter, but it only scored a 92%, compared with Face Off's 
96%. Is this because it was actually considered inferi- 
or, or because expectations of PSX hockey games have 
risen in the past several months? A head-to-head rank- 
ing would have cleared that up. 

а. According to the "Excavate" section, in the past seven 
months you've recommended a paycheck-sucking total 
of 29 games as "Must-Buys". If that classification has 
not already lost its significance, it certainly will once the 
number explodes with the arrival of all the great games 
scheduled for fall release. You should consider distin- 
guishing between the upper and lower echelon Gold games, 
maybe by creating a new "Platinum" category for those 


[ч 
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rated 95% and up. 
3. Whatever happened to VR Golf? You guys have raved 
about it since your April issue, but I have not yet seen 
a copy in the stores, and it doesn't appear on recent lists 
of upcoming releases. 
4. I don't recall reading anything about Scavenger in 
your E3 report. Were they not showing any games there? 
I'm anxious to hear about what's going on with their cur- 
rent projects. 
Sincerely, 
Albert Wesker 
S.T.A.R.S. 


son we use the "Bottom Line" is that we have 
xi there are many different ways people enjoy 
ines. Some, like you, pour through the entire 
ө publication, page-by-page. Others are con- 
t only the necessary information. These are the 
е Bottom Line is for, It is intended as a short 
ict review, presented near the game's 
that the reader has all the information in one 
they can count on each. and every month. In 


the text. Although we didn't uge the 
а etter than Powerplay", that WAS the 
the article. Both Dave and Eric think the game 
out а, statistical database for season play, 
angle that would allow you to get closer to 
at amazing polygon-based player animation, it 
otch below Sony's '95 effort. 

је Gold games go, we think that you're miss- 
of the rating system. Gold games are the 
tically recommend for purchase. They 
their genre and, we believe, consumers 
ted in that type of game, whether action, 
sports, arcade, dri ole-playing, ete., will be thrilled 
ir purchase. We аге not recommending that you 
hase all of them. As an example: if you don't like 
all of the Gold ratings in the world are not going 
you to buy a football game. But, the Platinum 
1 good one ...we will, as the government would 
ө it under advisement." 

jolf. That game has gone under the knife more 
in Collins and Diana Ross combined. We 
а new version of the game by Interplay. 
motion-captured golfer to the game and 
enhancements, but they still don't consider 


happening with the title, we'll let you know. 
wasn't in our ES тро because they don't 


о. А good Bane of this is Tekken. 
anese launch of the product occurred 


nes decided to cover the game in a 
— covers, strategies and the like ... for a game 
ost die-hard gamer could would purchase 
ney did, they couldn't play it on their 
ystems anyway ... crazzzy! We will give you 
ger coverage that you can handle, when the 
re closer to seeing the light of day. 
Address all mail to: 
EXMail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
email: d3@quake.net 


о for a spin. Or burn up the road. 


Soe, 7] Г; 


f There are two kinds of people 
in the world. Those who wear pink. 


f 
Ё y '/ / And those who see red. If you're in 


the second category, you know other 
racing games just aren't up to speed. 
So hit the Burning Road? 


| 
A 


и kick ass vehicles scream 
over three savage tracks. Wipe-out 
weather conditions rock your world. 
Choice of automatic or manual | 
_ transmission puts you in control- | 
à- while ample opportunities to зјатог ; 
be slammed hurl you out of it. From | 
there on in, your performance is not 
а pretty picture. Especially when you 1 
) consider all the visible damage left 
[| behind. Toss blazing arcade quality 
action and 4 distinct camera angles 
into the mix for the ultimate roadkill 
recipe. And unlike those other games 
( where you may never know what hit 
ү you, Burning Road's entire replay 
] mode plays the whole race start to 
finish-not just lap highlights. 


So trash the tutu and strap on a 
helmet. Because with Burning Road, 
you're an accident waiting to happen 
...but not for long. 
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Mysterious nature: 


rendered graphics, live digitized 
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i фра stop frame animation. All 
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have been denied, by high level 


ficials. As for a home invasion 


* а 
" of the #1 ARCADE GAME, the Pentagon 


asserts there is absolutely no 
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Welcome to the All-Press-Junket 
Edition of EXNEWS, in which Zach 
and Greg detail the sights and 
sounds of three recent events held 
by video game companies to show 
off their upcoming stuff while also 
shamelessly angling for oodles 
of press coverage. (Hey, look, it 
worked.) First, here's Zach with 
reports on his most excellent 
California adventures. 


ACCOLADE: HEY BATTAH 
BATTAH 


The time: late July. The place: 
5С0ОМ Park at Candlestick Point 
(formerly Candlestick Park, and 
still Candlestick Park, as far as 
real baseball fans are concerned). 
The event: Accolade's "Day at the 
Park," where several dozen geeks 
got the chance to take batting prac- 
tice and otherwise engage in base- 
ball-related merriment. Zach had 
a fine showing during BP, crank- 
ing lots of line drives and eliciting 
this comment from Mark Winding 
Суто was also in attendance and 
won the longest-hit contest): "I 
take back everything bad I ever 
said about you." Unfortunately, 
most of the games on display were 
for the PC; the only PSX product 
being shown was an early version 
of Test Drive Off-Road, a three- 
track race-a-rama being pro- 
grammed by Elite, a European 
coding squad. Looks promising ... 
check out this month’s EXPECT- 
ING for more info on this one. 


INTERPLAY: MEETING 
ROOM FEVER 


Musta’ seemed like a good idea to 
cram hordes of journalists into two 


sweltering meeting rooms, but 
that's what Interplay did for their 
"Christmas in July" event. Here 
are the upcoming products Zach 
saw when he wasn't wringing the 
sweat out of his shirt: 

Casper: This game's been in devel- 
opment, hell, for months now — 
it was started on the 3DO and then 
spread out to the PlayStation and 
other platforms — but it's rapid- 
ly nearing completion. It's a kid- 
oriented, action-adventure with 
suitably spooky graphics and tra- 
ditional gameplay. 

Clay Fighter III: The third in 
Interplay's series of clay-animat- 
ed "parody" fighting games bor- 
rows a few ideas from Mortal 
Kombat 3 — in particular, the 
"breakthrough" backgrounds 
where the fight starts in one area 
and moves to another (from out- 
side to inside a building, for exam- 
ple). Thing is, this series has never 
been as funny as Interplay seems 
to think. (15% Quarter '97) 


Red Asphalt: Interplay calls this 
a "3D fantasy racing game that 
incorporates awesome futuristic 
cars and sophisticated on-board 
upgradeable weaponry for high- 
speed shoot-em-up driving action." 
We call it remarkably similar to 
the very first 500 game, Crash 'М 
Burn, but with PlayStation-ish 


graphics and sound. (1st Quarter 
'97) 

Re-Loaded: The sequel to the 
PlayStation's bloodiest shooter has 
much-improved gameplay: more 
puzzle elements, a gradually 
increasing difficulty level, rico- 
cheting bullets, the ability to jump 
or climb, and several new char- 
acters along with the oldies-but- 
goodies. Looks promising (4th 
Quarter '96) 

Tempest X: This is an updated ver- 
sion of Tempest 2000, one of the 
very few Atari Jaguar games 
worth playing during that "64-bit" 
system's amusingly short life. 
There are five new enemies, even 
more psychedelic visual effects, 
and a couple new weapons, along 
with CD-quality techno that out- 
does the Jaguar cart's spectacu- 
lar tunes. (See EXPECTING for 
more info.) (4th Quarter '96) 
Virtual Pool: The best billiards 
game ever released for the PC is 
getting a swell conversion to the 
PlayStation, although it's still hard 
to tell how well it'll play with the 
standard PlayStation controller; 
the PC version played great with 
a mouse, lame with anything else. 
If you've played one of Data East's 
pool games, rest assured the ball 
movement in Virtual Pool is a zil- 
lion times more realistic. (4th 
Quarter '96) 

VR Golf '96: This whack-the-white- 
ball simulator has been bafflingly 
"revamped" and is now much 
LESS fun than the ready-to-ship 
version PS Extreme reviewed over 
six months ago. What's up with 
that?! (4th Quarter '96) And 
while Zach was flying up and down. 
the West Coast, Greg was over in 
the land of the Rising Godzilla, get- 
ting the VIP treatment by none 
other than Sony themselves. Greg? 


I’M TURNING JAPANESE, 
1 REALLY THINK SO 


Thanks for the segue. Yes, it’s true, 
recently I had the pleasure of 
attending what was definitely the 
best press junket of my journal- 
istic career. Sony pulled out all the 
stops and sent various editors 
from various gaming publications 
across the world (via United’s lux- 
urious business class) for a week 
in Tokyo, Japan, in order to gain 
some first-hand experience with 
a handful of their various third 
party developers and licensees, as 
well as a quick crash-course on 
the process of localizing Japanese 
software for the American mar- 
ket Gmore on that later.) 
Accompanied by some of the most 
friendly and professional Sony 
staff, including: Ami Matsumura- 
Blaire — Product Marketing 
Manager, Molly Smith — 
Communications Manager, Etsuko 
Kobata — Project Manager, Shuji 
Utsumi — Director of Product 
Licensing and Pierce Parker — 
Business Development Coordinator 
and honorary Yakuza member, we 
were escorted to some of Japan’s 
finest software publishers, in- 
between “interesting”, authentic 
Japanese meals with copious 
amounts of Jellied Fish and Raw 
meat with egg yolk on top. (All I 
have to say is, “thank you Ronald 
McDonald,” Teriyaki McBurgers 
never tasted so good.) On these 
next few pages, I have broken 
down the companies we visited 
and what was shown. 


SONY COMPUTER ENTERTAIN- 
MENT JAPAN / SONY MUSIC: 


Day 1: Our first stop was Sony’s 
main offices in Akasaka, where 
we were greeted by Mr. Teruhisa 
Tokunaka, President and СЕО of 
Sony Computer Entertainment Inc. 
After a brief introduction by the 
EE] big cheese himself, we 
were given а hands-on 

demo by the producers 
of their latest in-house 
title, Motor Toon Grand 
== Prix 8, Cor just Motor 
o Toon Grand Prix for the 


Tokunaka 


American release) This game is 
outstanding, blending great racing 
action with incredible cartoon-style 
graphics — see this month's review 
inthe EXRATED section for all the 
details.) Although, as we had 
reported in our EXPORT section 
back in the August issue, Sony was 
originally “iffy” on releasing this 
title into the American market, 
because of its decidedly cartoony 
nature, we were bappy to learn 
that itis officially being released 
over here this October. Way to go 
Sony! 


Sony's MotorToon GP 2 


Next, we were introduced to Mr. 
Ken Kutaragi, the “father” of the 
PlayStation. He is the actual inven- 
tor and creator of the PlayStation's 
hardware and had а lot to say 
about its untapped capabilities. 
Needless to say, 
he feels there is 
a lot of life left in 
the little grey box 
and was quoted 
saying *by next 
ЕЗ, we will see 
the PlayStation showing off 10096 
of its power" Of course, there were 
the usual PlayStation 2 questions, 
of which, like а good politician, ће 
could neither confirm or deny. 

After a brief, boxed raw fish lunch, 
luckily, І had packed a trusty 
Cheese ‘n’ Crakers in my brief- 
case) we were given а demon- 
stration of two upcoming Sony 
Music Entertainment titles, 
Epidemic and Kowloon’s Gate, by 
the Executive Producer, Мр. 
Shigeaki Yoshikawa. Epidemic, 
(previewed in this issue's EXPECT- 
ING) is actually the sequel to 
Kileak the DNA Imperative (titled 
Kileak the Blood in Japan) and, 
other than the theme, has noth- 


Mr. Ken Kutaragi 
Father of the PSX 


ing to do with the 
à ho-hum original. 
pu | Epidemic offers 
Г 4 [| | striking visuals, 
A 53 й Fal tight gameplay 

and a great new 
SD engine. We 
certainly will have more on this 
upcoming title, as Sony is planning 
to ship it in America before this 
Christmas. Kowloon’s Gate has 
been in development for over two 
and a half years and is quite a 
departure from what we’re used 
to playing on the PlayStation. 
Categorized as an adult-themed 
RPG/adventure, Kowloon’s Gate 
will feature two-to-three hours of 
SGI-rendered JPEG video mixed 
in with real-time 3D action. When 
the game is complete, it will span 
four CDs, and Sony Music is push- 
ing for release into the American 
markeplace sometime next year. 


Mr. Shigeaki Yoshikawa 


SNK 


Day 2: After an evening out, down- 
ing libations, in Roppongi, Japan’s 
club district, we walked from our 
Hotel to SNK’s Tokyo offices to get 
LT д, first-glimpse at 
their new 38-bit 
1 arcade hardware, 
Ay Ea tour of their 
+ ШИШ | studios, as well as 
"R&D offices | to get a chance to 
play King of Fighters ‘95, Samurai 
Shodown Ш and Real Bout: Fatal 
Fury on the PlayStation. All of 
these titles are 100% faithful to 
their NEO GEO counterparts, 
except, they will have easier con- 
trols. One other noteworthy item 
is, that although some of these 
games will show up on the Sega 
Saturn, they will likely have a 
three month exclusive window on 
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Tekken 27% & © 1994 1 


mame is Heihachi. He has 
ed high in the mountains - 
-energized by lightning bolts 
that have struck his massive 
frame. Practicing his Lightning 
Hammer Head Crusher on his pet 
bear. Planning the murder of an 


evil arch rival - his son Kazuya. 


Heihachi Mishima. One of 23 of 
the world's greatest fighters vying 
for the title in Tekken 279. With 
three new fighting modes. 23 new 
stages. Brand new 3D animations, 
and more new moves and combos 
than any game on Earth. Heihachi 
is back. And he wants revenge. 


PlayStation 


the PlayStation. Look for a review 
of King of Fighters ‘95 in next 
month’s issue and more info on 
these titles as they become avail- 
able. 


SNK's King of Fighters 95 
From SNK, it was back to our 
hotel, another dinner featuring 
cooked squid, sucking the meat out 
of shrimp heads (no joke, I swear) 
and onto one of Japan’s most 
famous modes of R&R ... Karaoke! 
Yes, Publisher Dave would have 
been proud to hear Molly and Ami 
singing the Monkee’s “I’m a 
Believer.” ... Who knew? 


SQUARESOFT 


Day 3: By now I was getting used 
to the thirteen hour time differ- 
ence and ready for the big day 
at hand — Squaresoft! A lot of peo- 
ple have been wondering about the 
relationship between Square and 
Nintendo and the surprise 
announcement that Final Fantasy 
УП, which was originally planned 
for the N64, would be coming out 
on the PlayStation instead. While 
we didn’t get any inside scoop on 
the reasons for switching hard- 
ware and publishers, Square did 
say that there was no way the two- 
CD game could fit onto one of the 


N64’s cartridges. 
After a brief introduction, we were 
given what everyone was waiting 
for, a demo of Final Fantasy VII 
by the game’s creator, Mr. 
Hironobu Sakaguchi. I don’t think 
that there was anybody in the 
room who wasn’t 
impressed by what 
was shown. The 
Ж graphics are drop- 
dead gorgeous — mix- 
ing streamlined, 
cea puc, , SGI-rendered video 
Fantasy serie. With SD polygon 
characters so seamlessly, you won’t 
believe your eyes. FFVII will be 
finished and released for the 
Japanese market sometime in 
December, as planned, but we are 
going to have to wait, for what 
could be up to a year in America, 
for the game as it hasn’t even 
begun the translation process. 
In addition to FFVII, there are cur- 
rently many other Square 
PlayStation titles in the works. We 
were given brief glimpses of a few 
of them. These included Final 
Fantasy Tactics: a strategy-laden 
RPG that has characters from the 


Mr. Hironobu 
Sakaguchi 


a - : a 
Squarsoft's Final Fantasy Tactics 
first Final Fantasy through num- 
ber seven and is due to come out 
in Japan sometime next year. 


ЖР 


Squarsoft’s Saga Frontier 


Then, there’s Saga Frontier: a con- 
tinuation of the Romancing Saga 
role-playing series that was 
debuted, way back, on Nintendo’s 
Super Famicom and is planned for 
a Spring release in Japan next 
year. (Although both of these titles 
are very early, in terms of the pro- 
duction process, it is evident that 


a 


Squarsoft’s Bushido Blade 


Squarsoft’s Final Fantasy VII 


they have high production values 
and use plenty of SGI-rendered 
graphics throughout.) Next, there 
was Bushido Blade: a very dif- 
ferent fighting game that uses the 
art of Samurai Swords in an open, 
gD environment. What's interest- 
ing, about this one-on-one fighter, 
is that you will be able to utilize 
the background environments to 
your advantage during gameplay, 
such as running into a forest or 
fighting over slippery rocks on a 
river bed. Bushido Blade will be 
out in Japan in December. Lastly, 
there was Tobal No.1, (also pre- 
viewed in our EXPECTING section 
this month) a smooth-as-silk, one- 
on-one fighter created by Dream 
Factory. This will be the first 
Squaresoft title to be published in 
America by Sony Computer 
Entertainment and was created 
by Mr. Seiichi Ishii, who also had 
his hands in the creation of VR 
Racing, Virtua Fighter 

1 and Tekken 1 & 8 

— some pretty 

impressive creden- 

tials. Tobal looks very 

impressive and we 

Mr. Seiichi ishi Will be reviewing the 


creator of Tebal American version in 


next month’s issue, as it’s sched- 
uled to be released in the States 


NEWS • Page 21 


PUSH) START BUTTON 


йт —— 
eå а. 


y - 


Sony/Squarsoft's Tobal No. 1 


in November. 

Having tired of late nights and 
early mornings and lack of any 
real sustenance, I downed some 
Oolong Tea and hit the sack in 
order to be ready for Art Dink the 
next day. 


ART DINK 


Day 4: Art Dink, à name that just 
wouldn't sound right in the US, 
are the creators of Aquanaut's 
Holiday, a decidedly different 
underwater *game" which was 
recently released onto retail 
Shelves in America. In Japan, these 
guys are well-known for their A- 
Train series — a Sim-City spin-off 
where you take on the task of 
managing and building a railroad 
and the cities that surround it. 
(The series has sold over 
1,000,000 copies in Japan, to date, 
and the latest PlayStation version 
was released in America, by none- 
other than Sim-City creators, 
Maxis.) 

The titles they currently have in 
development, and on display for 
us to see, were Carnage Heart and 
Wild, Pure, Simple Life: Tail of the 
Sun. Carnage Heart is such a dif- 
ferent and cool game, that it took 
most of the editors by surprise. 


Sony/Art Dink’s 
Wild, Pure, Simple Life 
Although, there’s nothing fancy in 
terms of graphics, there is a lot 
beneath the surface. This game 
goes incredibly deep in the strat- 
egy department and has you build- 
ing and programming your own 
robotic unit, in the future, for huge 
corporations; then pitting them 


ny ER 


Sony/Art Dink's Carnage Heart 


against your competitors. This is 
done by implanting pre-pro- 
&rammed chips into your unit and 
then testing them out on the bat- 
tlefield. Carnage Heart is extreme- 
ly complicated, but looks like it's 
worth the extreme learning curve. 
It will be released in the US early 
next year. Wild, Pure, Simple, Life 
definitely won't win any awards 
for striking visuals but it certain- 
y would get nominated in the 
humor and creativity category. In 
his title, you take on the role of 
Cro-Magnum man (or, to be PC, 
Cro-Magnum woman, too.) The goal 
is to gather enough Woolly 
Mammoth tusks to build a tower 
о the sun. This is done by wan- 
dering the earth, eating, sleeping 
and hunting. It sounds and looks 
basic, but it’s actually quite enter- 
taining. It’s not official when it will 
be released over here, but it should 
be early next year. 
While every com- 
pany we visited 
was certainly fun 
‘sland exciting to 
{ | see, the Art Dink 
crew, by far, were 


The Art Dinks 
the most fun and interesting to 
meet. 


LOCALIZATION 


Day 5: Our last 
official day of 
touring compa- 
|| nies started off 
with a primer on 

5 "the finer art of 

опу Computer F ~ a 

ааыа. Noctem sm 

Yager talk smack other words, the 
process of translating international 
games to the American market- 
place. The presentation was given 
by Sony’s Associate Producers 


\ 
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Williams Entertainment 
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GANE START 
OPTIONS 


The art of Localization 


Brian Wiklem and Darren Yager. 
The titles that were shown as 
examples were Motor Toon Grand 
Prix 2, which has little to no 
changes, even the original Japan- 
ese soundtrack came through 
unchanged; Jumping Flash 2, 
which has new dialogue and text, 
and was made more difficult by 
reducing the completion time for 
each level; Bogey Dead Six (titled 
Sidewinder in Japan), which actu- 
aly went through major tweaking 
and control changes in order to 
tighten and improve the overall 
playability, and Cool Boarders, (see 
last month’s EXPORT for more 
detailed info on the game) which 
will have a new 5th bonus track 
and an adjusted first-person per- 
spective. 


NAMCO 


Our last stop was Namco, where 
we were greeted in the lobby by 
the Namco Museum robot and then 
led into a meeting 
room. After a 
brief introduction 
|by Mr. Yasuhiko 
-- | Asada — Director 
of Namco Ltd. 
and Shigeru 
Yokoyama — 
General Manager 
{оў their R&D 
Department, we 
were given 
е 15У their demo’s of most of 
was like this in America? their fourth quar- 
ter ‘96 and first quarter ‘97 titles. 
The first was Smash Court Tennis, 
the sequel to the Super Famicom’s 
Super Family Tennis series. This 
title is a cute-style tennis game 
with rendered polygon players and 
humorous gameplay. Next was 
World Stadium Baseball Ex. Yet 
another cute-style sport title fea- 
turing little, cartoony Japanese 
characters. Neither of these titles 
are expected to be released in 
America. Next were demos of 
Namco Museum Volumes #5 (pre- 
viewed in last month's EXPORT) 
and #4. If you didn’t catch last 
issue, Volume #3 has such classics 
as Dig Dug, Ms. Pac-Man, Pole 
Position 2, Galaxian and, the more 
obscure, Tower of Druaga and 
Phozon. Volume #4 has Pac-Land, 
Assault, Orodyne and, two titles 
never released in America, Return 
of Ishtar, and Genpei & Heiachi 
Clans. There will be one more 
Volume, but it is clear Namco is 
running out of “classics” to put on 
these CDs. Next was a video pre- 
sentation of a 30% version of Soul 


Those kooky Japanese, 
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Edge оп the PlayStation which 
looked exact, even at this early 
stage. The PS version of Soul Edge 
will feature an extra two-minute 
long CG-rendered intro, similar to 
Tekken 2, and all-new endings for 
all of the characters. As with 
Tekken 2, there will be addition- 
al option modes, such as team bat- 
tle mode, practice mode, survival 
mode, etc. Soul Edge will be out in 
Japan at the end of the year and 
will show up over here early next. 
Next, we were told (but not shown) 
about Time Crisis, their version of 
Virtua Cop, which will utilize their 
own game gun, currently in the 
production phase. Namoo claims 
that it will be ten times more accu- 
rate than Konami's game gun. 
Namoo also officially announced 
Point Blank, yet another gun game 
from the arcade and an all-new, 
yet untitled 3D racing game that 
will have advanced playability over 
Ridge Racer and Ridge Racer 
Revolution. This title WILL NOT be 
а, RR sequel and Namoo claims that 
it will be the new benchmark in 
driving games. Knowing Namco, I 
believe! 

Well, that encompassed the week 
and we were left to are own 
devices over the weekend. Pretty 
much all of the editors beelined it 
down to Akihabra — Japan’s elec- 
tronics district. This place is a pure 
gamer’s heaven and literally every 
store, for a period of three blocks, 
sells some form of video games. 
In fact, some stores have up to six 
stories, with a separate system 
featured on each one. Way cool! 
Well, there you have it. My thanks 
to everyone at Sony for the hos- 
pitality, it was an amazing trip 
and, I’m selfishly hoping, that they 
will make it a tradition every year. 
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Each month we'll pick the best code 
sent in by our loyal and intelligent 
readers and send that person a 
brand spankin’ new copy of ASCII's 
hot RPG for the PlayStation, 

Field 1 ог, eee your thing, 

; 1 Cyou decide.) 
But wait! That's not all: if you act 
now, we'll also include ASCII's super 
stylish for the 
PlayStation, for your controlling 
pleasure, PLUS t ( 
issues of the meat the only, monthly 
шше PlayStation magazine, 

Extreme, of course! Whoa! That's 
a lo of cool Stuff for just à code; 
what are you waiting for? 


Congratulations and thanks во to ше 
month’s winner, 


United States Nar ual He got ua this 


awesome Gunship code before anyone 
else! Thanks Jerry, your goodies are on 
the way! 


нимзетатиртирте РЕ 
FOC CaN TRE SEN SEE 


When your mission is loading (Apache 
with a little floating disc in the upper 

right corner), hold down 
— until your mission ha: 
You should then see a 


fully loaded. 
е box in 


upper left corner that says "cheat". T 
code works for any mission. Also, after 


you make 2nd Lieutenan 
under your command will also be invinci- 
ble. 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension 


cretion, based on the code ог trick: red by the entran 
not specify, in your code submission, which prize you want to receive (King's. 
Field or an ASCII Specialized Stick), then we will choose for you. 


Шы е (= FH 


\ OT IN PUZZLE GAME: At 
the map screen, press €, €, T, Ў, then press 

‚Іг, and at the same time. Now you 
can choose any of the "characters" from the 
Player vs. Computer mode (even though you 
don! t see him, her or it on the map screen.) 

2A CREDITS: At the Options menu, press 

, >, R1, R2, L2, L1, T, У. A timer appears 
in the upper-right corner and starts counting 
down from 50. Select the Credits option and 
press х as fast as your fingertips can man- 
age. You earn one credit after four х taps, а 
second credit after FIVE taps, a third after 
SIX taps, and so on. You can score up to 30 
credits, but the counter might roll over back 
to 1 if you "cheat" with a rapid-fire con- 
troller. 


COMB: At the wrestler-selection 
screen, hold and R2 and press O, X, O, 
The word "COMBO!" appears under your 
wrestler. During the match, your combo 
meter is permanently filled. To use this code 
in a two-player game, have the first player 
enter the code, then have the second player 
press to jump in. 

DISABLE CODES: Press START to pause and 
press SQUARE, CIRCLE, TRIANGLE, X. This 
turns off any of codes you've entered. 


INVI ILITY: Press to pause and 
press X, A, , t. Unpause the game and 
your wrestler is а god. 


STE 


ТН: Press to pause and press 
. Unpause the game and your 


Г to pause and 
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press х, ^, R2, &. Unpause the game and the 


match timer has ceased to tick. 
3: Press 57 | to pause and press 
5T, L8, Unpause the ‘game and your 


enemy's attacks do less damage. 


hoop- chomping basketball, press €, t, O, Т, 
‚ ^, >, ^. You hear a soft sound effect to 


confirm the code. At the team-selection 
Screen, keep pressing У after Wisconsin to 


check out nine secret squads. 


GAME ADJUSTMENTS 


E: During a game, while hold- 
ing down my Rl, 18, R8, hit SELECT. This will 
bring up the bookkeeping information screen. 
Do it again and you'll get the operator screen 
where you can change the settings for the 
game. 

M OUNDS: Put the CD in after the 
PlayStation boots and во to track 8 in the 
audio menu. х 


The third and final part of our three-part strategy guide. Whew. 
So, didya guys like it? Do you want more whompin' big walk- 
throughs like this one for other PlayStation games? Send us e- 
mail and let us snow! 

1 10UGH: Shoot the morph and drone to the 
right, Walk through the south door and shoot two morphs. Take 
the middle elevator and walk forward onto the pressure pad to 
disable the wall gun. Walk through the east door and shoot the 
drone, then shoot the morph in the north hallway with explosive 
ammo, 


* Walk slowly through the south door and shoot the morph to the 
left. Shoot the tentacle in the west wall until it recedes. Jump 
over the floor plate and open the locker. Leave the room, turn 
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Fight your way through time. Or you're history. 


Battle time's deadliest warriors. Master xo weapons. Conquer 9 different worlds. Or the future is history. 


Win A Trip-Be A Time Commando. = 
Enter the “Choose Your Adventure” Sweepstakes | 


Experience а unique adventure in Italy, Tokyo, Scotland, Vietnam, Mexico City, a Montana dude ranch, 
à Colorado archeological dig or the U.S. Space Camp! The winner can choose his destination! 
See the Time Commando or McAfee Web site for details. Enter today! 


Enter the Time Commando Sweepstakes and see the demo at http//www_activision.com or http://www.mcafee.com/mforhome/. 
Пош available on M5-D05° Windows® 95 CD-ROM and Sony PlayStation’ 


‘Activision is a registered trademark of Activision, Inc. Adeline Software International and Time Commando are trademarks of Adeline Soltvare International, © 1996 Adeline Software International 
‘Al sights reserved. Published and distributed by Activision, Inc. Al other trademarks and trade rames are the property of their respective holders. 


80100330 
+.801СЕЕ88 


Infinite power meter.... 
Infinite mines.......... 


Infinite Lives. « -801309D0 


Infinite Lives..........++.+++-80167480 


Infinite Lives. 8010E864 


Infinite Lives.................80141A18 


Infinite Time..................80134646 


Infinite Lives.............. ...8016569E 


Player 1 Infinite Health.......801EF996 
Player 2 Infinite Health ....801F17DE 
Player 2 No Health.............801F17DE 
Quest Mode 

Hyper Mode (Note 1) 
Maximum Strength... 
Maximum Defence... 


. 0 


Maximum Molmoran...............801F1428 
Maximum Неагїв.................801Ё141С 
Full power, all events .........8010256E 
801024AA 
80081896 
800B1F5E 
Instant acceleration...........8007B1B8 


Infinite Continues... +++ .800F3C2C 


07D0 


0003 


0003 


0302 


E803 


0002 


7800 


0003 


0100 


0100 


0000 


0001 


0100 


0100 


FFFF 


0003 


42FF 


4190 


4190 


4155 


0020 


0009 


Continues codes should be turned off dur- 


ing Time Attack mode. 

Infinite Continues (Alternate) .800F3C2C 
80143BAE 
80143BC8 

Stop Timer in Time Attack Mode .8014209C 

Player 1 starts with 50 wins ...8014A38C 

Player 2 starts with 50 wins ...8014A3CO 

Level Select (Note 2) ..........80142014 


0008 
00с0 
00с0 
0000 
0032 
0032 
XXXX 


Replace the XXXX with the level number 
you wish to start on, plus one (in Hex). 


For example, to select level 5, enter 


0006 and for level 10, enter 000В. 


right, and walk through the east door with your gun drawn, 

Shoot the drone to the south as the door opens. Face north, side- 

step inside and shoot the second drone. 

Follow the hallway north while avoiding the floor plates. Use a 

blue beam to restore your health. Enter the room to the east side 

of the north hallway. Shoot the button behind the crates to stop 
two morphs from appearing as you enter the room. Take the 
energy recharge inside the locker. Leave the room and go north. 

Shoot the morph behind the red force field to the left. Walk east 

down the dead-end hallway to deactivate the force field. Turn 

around and run west. А door opens to the south, revealing a 

morph behind plates and beams. Shoot it. 

• Press the button on the wall near the plates to turn off the 
beams. There's a small space between the plates--jump to it and 
then jump again. Go south down the hallway, turn left, and walk 
through the south door. Face the plates and back up to the lock- 
er. Shoot the two morphs that drop into the room, then take the 
plasma clip out of the locker. 

» Return to the hall, turn right, and walk through the north door. 
Shoot two morphs behind the crates on the left, Search the lock- 
er and leave the room. Turn right, jump over the plates, and 
walk through the north door in the middle of the northernmost 
horizontal hall. (Use the second blue beam before going north.) 

Step on the two pressure plates and run east along the north 
wall. Jump over the plate and walk through the south door. 
Shoot three morphs and leave the hallway before fighting them, 
or you're killed when the beams turn back on. Walk through the 
northwest door and shoot the tentacles, then slowly walk for- 
ward through the obstacles. You'll enter a small room with a 
wall gun to the south, Shoot the tentacle on the west wall and 
step inside, Run through a blue beam and press the button south 
of the tentacle to turn off the wall gun. Use a second blue beam, 
search the locker, and leave the room. 

* Pop in your plasma clip and and walk through either south door. 
Use two plasma shots on the morphs behind each door and 
reload your explosive ammo. Walk south to the edge to see a cut 
scene, Walk through the east door and shoot the morph, then 
run to the teleporter and use it. 

Y Shoot three morphs and avoid the 
invincible robot. Search the locker and run to the first north door. 
Shoot the morph and use the energy recharger. Leave the room 
and run west into the north hallway. When you reach the control 
room, draw your gun and shoot the drone, Walk through the north 
door and walk to the wounded man. Ride the elevator and run 
through the door (don't help the rebels) so the door closes behind 
you. Shoot two morphs. Walk through the southeast door and 
shoot the morph as you enter. Walk along the hallway and kill the 
morph before he kills your friend. 

* Walk through the north door and shoot two morphs. Use the 
recharger if you need it. Walk through the south door and walk 
through the west door. Shoot three morphs and talk to the rebel 
for an access key, Run to the Elevator 2 room and use the south 
elevator. Walk through the north door and shoot the morph to 
save the rebel. Talk to him and follow him until he uses the com- 
puter. Open the lockers behind the north and south doors and 
return to Hallway 5. Walk through the north door and shoot the 
morph to the east. Walk through the northwest door and walk 
through the south door. Talk to the rebel commander and use the 
energy recharger. Walk through the southeast door and use the 
teleporter. 

7 Shoot the rebel (it's а morph in dis- 
guise.) Walk through the east door, face north, and sidestep. Shoot 
the morph and walk down the hallway into Dormitory A. Shoot 
three morphs (after they kill two rebels) and walk through the 
northeast door into Dormitory B. Kill the morph and talk to the 
rebel for an access card. Use the energy recharger and walk 
through the south door into Dormitory C. Walk through the south- 
west door and kill the disguised morph. Shoot three morphs in the 
north rest room area. Return to Dorm С and walk through the 
southeast door. 

Shoot the morph and open the locker, Return to the rest room 
and go through the northwest door. Shoot the morph holding 
Sarah hostage and she gives you an access key with instruc- 
tions. Walk through the west door to Dorm A, turn left, and fol- 
low the hallway back to where you started the level. Switch to 
the plasma ammo and walk through the west door, facing north. 
Shoot the charging morph with two plasma shots. Walk north 
through the doorway, turn right, and shoot the second charging 
morph with plasma. Run east and use the elevator. 

Run through the south door and 
avoid the robot, Walk through the south door, turn right, and 
shoot the drone. Continue west and step on the first group of 
arrow plates. Jump over the second arrow plates and avoid the 
mines to the south and west. Walk through the west door and run 
north past а robot. Walk through the first door to the right and 
shoot the hovering gun to the south. Walk through the southeast 
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door, turn north, and shoot the drone. 

Use the energy recharger and walk through the east door. Go 
north to a room with arrow panels and moving beams. Stay on 
the east wall to avoid the mine. Head directly north, and when 
the east beam moves away, step on the two arrows pointing 
north. When the middle beam returns, cross over and run 
through the west door into a maze of panels, The arrow on the 
panel shows the direction it's moving in. Watch the two middle 
arrows that lead to the blank floor space. Wait for the far arrow 
to face the blank space, and the near arrow to face south. Jump 
to the close arrow, which changes to match the other arrows as 
you land, carrying you to the blank space. Now jump to the next 
floor space and then to the control panel. Use the panel and 
jump to the floor space, then north to hit the arrows pointing 
west. 

+ Walk through the west door and avoid the mine. Stay on the 
west side and jump the first arrow panel. Walk through the first 
east door and shoot the drone. Walk south and open the south- 
east door. Shoot the drone and run over the three red floor pan- 
els. Turn north and use the black computer. When it opens, step 
into it to deactivate the bombs. 

7 Shoot the hovering gun and use the 
north elevator, Walk on the east side and walk up next to the elec- 
tric plate. When the beam moves away, jump forward, walk for- 
ward, jump the next plate, and turn west to jump over the final 
plate next to the door. Walk through the north door and shoot two 
morphs. Stand against the west wall, facing east and sidestepping 

north. When the guided mine is just to your right, you can see a 

morph. Shoot the morph and watch the mine hit him as he runs at 

you. 

» Shoot the tentacle near the northeast door, then walk through it 
and past the wall gun into the elevator, Shoot the armored 
morph with plasma or explosive ammo, Use the south elevator 
and search the statue to the right. Stand near the wall guns, fac- 
ing the blue beams, Turn on the field scanner and watch the 
green tile's clockwise pattern. Follow the green tile and use the 
blue beam before running back into the hallway. Turn the field 
scanner back to map mode and use the elevator you took to get 
up here, Run to the north elevator and ride it down, then sprint 
past the wall gun and through the door. Walk through the south 
door into a mine-filled room. Walk past the first two mines and 
load your gun with plasma or armor-piercing ammo. Walk past 
the third mine and shoot the camouflaged armored morph. 

• Shoot the drone, then shoot the armored morph to the south- 
west. Face west and sidestep south, then shoot the armored 
morph, Face south and sidestep west to shoot the armored 
morph at the south end of the hallway. Run into the south hall- 
way and use the blue beam. Walk through the south door and 
look east. Back up so that you're facing east with a plate in front 
of you. Run across the plate and when the beam moves left, 
jump to the right, then run forward into the safe zone. Sidestep 
to the north end of the zone, facing east. When the beam moves 
to the right, jump and run forward. Jump over the arrow plates 
and into the hall. 

* Jump the arrow plates to the south until the north door is 
directly ahead. Jump north and walk through the door intoa 
room with a mini-maze of transparent walls. Walk left and 
around the room to the north door. Enter the room and shoot the 
hovering gun and two north morphs. Walk through the north 
door and shoot the hovering gun. Walk through the north door 
and stop in front of the plates. Jump onto the plate and again 
into a blue beam, Walk north to the next group of plates and 
jump over them. 

Run through the north door facing west and stay to the south to 
avoid the wall gun. Walk behind one beam as it moves away 
from you, and cross to the other side when the second beam 
moves behind you, After teleporting, run through the east door 
into a small green block. Duck behind it and shoot four morphs, 
using the block for cover. Use the teleporter at the end of the 
room. Walk through the northwest door. Shoot the fake Sarah 
calling out to you and it turns into an invincible morph. Wait for 
the morph to run at you and trigger the guided mines. Walk past 
him and follow the real Sarah into the hangar, Stand next to her 
to board the ship. You win! Yee-ha! Whee, dogie! 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


5 your reputation on the lines 
lime 10 Јеаџе your mark in this 


perfect transiation of the #1 arcade 


phenomenon. On your side is the 
| innovative custom combo system, 


“now allowing you to link together 

ur own series of brutal attacks. 
You'll need every possible advantage 
to take on а total'of 18 fighters, the 
most ever in Street Fighter legend. 
Remember, hesitation is deadly. 
Because in the end, it's all about 


who's the last one left standing. 


AN Sz © CAPCOM СО, LTD. 1996 © CAR A INC. 1996 ALL RIGHTS RESERVED. STREET FIGHTER ALPHA 2 is а trademark of 
C APCOM A CAPCOM СО., LTD. CAPCOM is о regi CAPCOM CO., LTD; PlayStation ond the PlayStation logos ore trademarks. 
uml ays ‘of Sony Computer Entertainment Inc. Sega im ore trademarks of Sega Enterprises, Ltd. veww.capcom.com. 


Ьо oui чооләу jo жешеред e si зәдшецә сеа pue xeuspea разајабај e si UOISIANOY "11 ‘SASIHdULNA voas 10 sweuepen әле uires ебә$ pue ебә$ "oui |ившшеџај из зејлашоо uos jo spewape: әле обо попе 


INOISIAI[DV r^ 


EJAM pue SEREN reae uo. POT au 3sutebe 010$ 40 ‹3и9и0000 
КЕИ ео SOME UGTY rant ота 491 Jaynduod ysutebe 010$ +540717Ә0@ш05 4no 07 
[ШШ SONO TESTER dn узти әрош aafe[d- r3]nu asuaquT 


voneisÁeld мп5 0935 


Б = 


à 


anbtun Jequieu» узев әҳеш sastuduns 
Ктреәр ләцдо рие +310 елет +лоор deug 
«98105 se upns se[2e1sqo Jo AyeTueN ү 


ѕләдшецо Абә7Е е аа Еа 
pue ѕләдшецо ий Э ЕВО ШП 


:sJaqueup 89272770 


aE 05 


dum 
ry 


a Conversation with LucasArts' 
President, Jack Sorensen 


Founded in 1982 by filmmaker George 
Lucas as a way of further expanding his 
burgeoning entertainment empire, 
LucasArts Entertainment Company has 
consistently delivered quality interac- 
tive entertainment to PC and home gam- 
ing console owners. Taking advantage of 
the tremendous film franchises of its sis- 
ter company, Lucasfilm, Ltd. (which 
include both the Star Wars and Indiana 
dones series'), LucasArts has produced a 
series of best-selling and award-winning 
titles over the past 14 years, including 
"Indiana Jones and the Fate of Atlantis, " 
"Dark Forces," "Rebel Assault," "Rebel 
Assault 2," "X-Wing," "Indiana Jones 
and his Desktop Adventures," "Full 
Throttle," and many, many more. 

They have been very successful at bring- 
ing together strong story lines, captivat- 
ing gameplay and tremendous graphics 
and special effects. The.company itself 
is an amazing marriage of technology and 
marketing brilliance. And they are cur- 
rently turning their focus on the 
PlayStation, and we on them. What fol- 
lows is a brief interview with LucasArts' 
President, Jack Sorensen, and an exclu- 
sive look at the four games that the San 
Rafael, California based software pub- 
lishing house will be bringing to the 
PlayStation this year ... enjoy! 


Could you give us a brief his- 
tory of the company as well as your back- 
ground? 


Jack Sorensen: LucasArts is a leading inter- 
national developer and publisher of enter- 
tainment software. The company was 


founded in 1982 by 
filmmaker George 
Lucas to provide an | 
interactive element | 
in his vision of a 

state-of-the-art, | 
multi-faceted enter- | 


tainment company. | 5 
Es сами сие | 


LucasArts publish- 
Jack Sorensen 


es an extensive line 
of interactive titles 
across multiple plat- 
forms. 

I became president of LucasArts in 1995 
after serving as the company's director 
of business operations and international 
affairs for more than four years. Prior to 
joining LucasArts, I was a strategic plan- 
ner and finance manager in business 
banking at Wells Fargo in San Francisco. 


Since this is LucasArts' first attempt 
at bringing product to the 38-bit console 
market, how does this fit into your over- 
all marketing strategy? 


JS: I think that the next generation con- 
sole platforms fit quite well with LucasArts’ 
current marketing strategy. In fact, it's 
really an extension of the various eight 
bit and 16-bit games that we've developed 
for other publishers over the past few 
years. In addition, titles like Dark Forces 
and Rebel Assault II are console type 
games and therefore lend themselves real- 
ly well to the platform. Moving forward, 
we'll continue to do conversions where its 
appropriate but the emphasis will be on 
original titles. 

It is also very important for us to be as 
platform diverse as possible, so you'll see 
LucasArts developing titles for all three 
console platforms, rather than focusing 
on just one. 


What is your vision of the gaming 
marketplace in '97 and beyond and 
where do you see LucasArts' place in it? 


JS: I don't think the market will change 
all that dramatically in 1997. For 
LucasArts, in late 1996 and into 1997 
we'll release our first few multiplayer 
games for PC CD-ROM. We'll continue 
to follow the same console strategy that 
we established this year by releasing a 
mix of conversions and new titles for the 
next generation systems. 

It is common knowledge in our industry 
that there is a big gap between PC and 
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“DARK FORCES 


console gamers. For the most part, what erties. Our relationship will become even 
typically sells well on PC does not on con- more important as we move closer to the 
soles and vice-versa. release of the Star Wars Trilogy in 1997 
and the new films in 1999. 


PSEX: Being that LucasArts' greatest suc- 
cess has been on PC (and Mac), what steps 
are you taking to bridge this gap? 


JC: Yes, you're right, not all games work 
on all platforms. When considering con- 
versions, as well as new titles, for that 
environment it's obvious that action and 
arcade games, like Dark Forces and Rebel 
П, work best. That's why you probably 
won't see us doing any graphic adventures 
for the console platforms. 


PSEX: Are there currently any plans to 
utilize the Indiana Jones franchise simi- 
lar to what you've done with Star Wars 
and Dark Forces? 


JC: We would certainly consider it if the 
gameplay was appropriate. 


PSEX: How does the relationship work 
between LucasArts and LucasFilm, Ltd.? 


JC: While LucasArts is a separate com- 
pany from Lucasfilm there are close ties 
between the two companies. For instance, 
we share common planning strategies and 
we work very closely with Lucasfilm 
Licensing when developing licensed prop- 


ee 
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Dark Forces 

Of all the quality LucasArts softs coming out for 
the PlayStation between October and January, 
Dark Forces is the one we are the most excited 
about. For those of you who might be unfamiliar 
with this game, Dark Forces was originally a PC 
title, similar in concept to Doom, in that it’s a 3D 
shooter, but using a far more advanced, propri- 
etary 3D engine and, of course, the Star Wars 
franchise. In the game, you must complete 14 
separate missions as Kyle Katarn, the Rebel's last 
hope to fend off the Empire's aggression and 
development of their top-secret weapon, the 
“Dark Trooper.” What's really cool is, the game 
throws almost everything from the Star Wars uni- 
verse at you, including Darth Vader, Jabba the 
Hutt and Boba Fet. In fact, the first level has you 
infiltrating the Empire's base to steal the plans for 
the Death Star, and, everyone who knows any- 
thing about the trilogy, will remember that these 
are the plans that Princess Leia hides in R2D2 at 
the beginning of the first movie ... brilliant! Dark 
Forces also features new gameplay elements, that 
are new to this genre on the console side, such as 
jumping, crawling and the ability to look and 
shoot up or down. If you've already played the 
PC version, LucasArts has added special enhance- 
ments for the PlayStation, which include new, 
detailed 3D objects, a realistic lighting model and 
atmospheric effects. Dark Forces is expected to 
release between October and November. 


Rebel Assault II 


Yet another major PC hit, Rebel Assault | is an 
action/arcade-style game that is set in the Star 
Wars universe. Unlike Dark Forces, where the 
game is played out in a first person, 3D environ- 


ment, Rebel Assault Il is more arcade oriented, 
with a medley of different 3D-style games tied 
together with live-action video. In fact, this is the 
first new actual Star Wars footage filmed since 
Return of the Jedi (the first Rebel Assault had 
computer rendered backgrounds and characters.) 
Rebel I! features an original storyline that revolves 
around two characters that were introduced in 
the first game, and it is up to you, as Rookie One 
to face a series of challenges to discover, and ulti- 
mately defeat, a new Imperial threat. The game- 
play varies from first-person cockpit combat, such 
as taking out TIE Fighters while piloting the 
Millennium Falcon, to third person ground com- 
bat, where you battle Stormtroopers — while 
avoiding their fire by ducking behind shields. 
And, in what seems to be LucasArts’ standard 
with their PC conversions, the PlayStation version 
has been enhanced with improved graphics and 
sound. Many of the video sequences have been 
re-rendered in real-time 3D and enhanced with 
broadcast-quality 24-bit color. In addition, there 
are all new third person views for the flying 
sequences and motion picture-quality, 16-bit 
stereo surround sound. Rebel Assault II is also 
expected to ship between October and Nov. 
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BallBlazer Champions 
Some of you might recall the original BallBlazer, a 
revolutionary game that came out, for the Atari 
5200 and Commodore 64, way back in 1985. The 
original BallBlazer was a super-fast, first-person, 
goal-oriented competition in which players took 
control of hovercrafts and set out to score points 
by firing an orb into the opponent's goal. Even 
back in ‘85, this game was a solid title, that 
showed off what the hardware of that time could 
accomplish, as well as being a blast to play. 
BallBlazer Champions continues this process by 
maintaining the original's intrinsic gameplay while 
updating it to the PlayStation’s 32-bit hardware. 
The basic storyline is that you are competing on 
an artificial asteroid designed to host the 
Interstellar BallBlazer Championship. The IBC 
attracts competitors from planets throughout the 
galaxy who face-off during several high-action, 
physically intensive tournaments to achieve the 
coveted title of MasterBlazer. The goal and play- 
ing field for each tournament varies, but they all 
require superior rotofoil piloting. BallBlazer 
Champions is played out in true 3D playfields 
with eight different selectable crafts. Some of the 
features in this updated classic are four separate 
playing views, from first person, to tracking or 
wide angle; customizable and upgradeable 
Rotofoils, real-time, free-form movement, in 12- 
plus arenas, stats and player rankings, and simul- 
taneous multiplayer/multisystem play via the 
split-screen mode or through the PLayStation’s 
Link mode. BallBlazer Champions is looking awe- 
some and will be available January ‘97. 

Herc's Adventures 

LucasArts is well-known for their ability to deliver 
light-hearted, tongue-in-cheek, slapstick humor. 
Just look at their long and impressive list of damn 
funny titles, such as Maniac Mansion (how І loved 
sticking the hamster in the microwave), Day of 
the Tentacle, Sam and Max Hit the Road and, 
more recently, Full Throttle. Although Herc's 
Adventures is not a point-and-click adventure 
game like these games, it shares the same sense of 
humor evident throughout. In Herc's Adventures, 
you take control of one of three ancient Greek 
heroes — Hercules, Atlanta or Jason — to set off 
on an epic quest to save the cradle of western 
civilization from the Hades, the evil god of the 
Underworld. It seems Hades has taken a liking to 
Persephone, the goddess of fertility, and plans to 
make her the queen of his dead minions. During 
her imprisonment, life in the mortal world begins 
to wither because Persephone cannot bring 
spring to the land. If she is not rescued, all of 
Greece will die of starvation. Zeus, king of the 
gods, has chosen three mortal heroes to face the 
formidable task of appeasing the gods, freeing 
Persephone and restoring order to Greek society 
— по prob! Herc's Adventures is played out in a 
third-person, top-down perspective and is heavy 
on action with some light puzzle solving ele- 
ments. Each of the three characters have their 
own strengths, weaknesses and weapons, and it’s 
possible to acquire new abilities as the game pro- 
gresses. There are over 40 unique worlds to 
encounter and the game can be played via one 
player single screen, or two player split screen. 
Herc's Adventure will be available for the 
PlayStation in January. 
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BALLBLAZER CHAMPIONS 


HERC’S ADVENTURES | 


« HERC’S ADVENTURES | 
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THEY'RE NOT LIKE EVERYONE ELSE. THEY САМ DO THINGS MOST PLAYERS САМ. AND THEY'RE EVERY RED-SHIRT, WALK-ON FRESHMAN'S WORST NIGHTMARE. 
YOUR ASSIGNMENT IS SIMPLE. STOP THEM. ® WELCOME TO NCAA’ GAMEBREAKER; RUDY. WITH REAL BOWL GAMES, REAL STADIUMS, REAL TEAMS, EVEN REAL 
FIGHT SONGS. YOU CAN PLAY ALL 111 DIVISION I-A TEAMS, THE TOP I-AA TEAMS AND SOME OF THE GREAT TEAMS OF THE PAST. YOU CAN CALL REAL COLLEGE 
FORMATIONS LIKE THE FAMED WISHBONE AND RUN THE OPTION AS IT WAS MEANT TO BE RUN, PITCHING THE BALL RIGHT UP ТО THE NANOSECOND BEFORE YOU 
GET CLOCKED. THERE'S ALSO STAT TRACKING FOR THE ENTIRE SEASON AND А HEISMAN TROPHY RACE. © THERE'S AN NCAA’ GAMEBREAKER NATIONAL 
CHAMPIONSHIP TOURNAMENT WHICH UNQUESTIONABLY DETERMINES THE NATIONAL CHAMPION. PLUS UNLIMITED CAMERA ANGLES SO YOU CAN GET THE 
ABSOLUTE BEST VIEW OF YOUR OPPONENT RUNNING BACK ONE OF YOUR KICKOFFS. CLASSES BEGIN SOON. BE PREPARED FOR YOUR FIRST LESSON. 


For game hints call 1-900-933-SONY (7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental permission to call. Touch-tone phone is required. Available 24 hours a day/7 days a week. 
U.S. only. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. UR NOT E and Football GameBreaker are trademarks of Sony Interactive Entertainment Inc. All team icons, logos 
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ASC • AVAILABLE NOVEMBER 


Yes, we know we previewed American 
Softworks’ Perfect Weapon in last 
month’s issue, but, since the game has 
progressed quite a bit in such a short 
time, we decided to give you another 
look before it’s reviewed in an upcom- 
ing issue. Perfect Weapon will, no doubt, 
be compared to Capcom’s mega-hit, 
Resident Evil (and that’s certainly not 
bad company to keep) as it shares 
some common traits. The game is 
played out in similar prerendered back- 
grounds with incredibly detailed 3D 
polygon characters, but that’s where 
the similarities end. Whereas Resident 
Evil is a “survival horror” game where 
you plug away at various nasties with 
a double barrel, Perfect Weapon is a 
martial arts fighting/exploration game 
with the emphasis on fighting. In fact, 
ASC is putting a lot of time and effort 
into the fighting mechanics, striving 
to achieve a Tekken-like feel. PW also 
boasts over 1300 separate locations 
and the ability to fight up to five char- 
acters on-screen at once. Keep a look 
out for Perfect Weapon as it’s a very 
promising title and could be one of this 


year’s sleeper hits. 


They beat you senseless. 


They Kidnapped your partner. 


You wake up from an eons-long sleep only to find yourself 


on a forsaken planet filled with angry mutants. 


weapons and 
15 butt-kicking 
power-ups 


You've got to outsmart them, outblast them, 


Over 20 types of 


vicious enemies and escape from this hell hole 
and 8 diabolical 

bosses once and for all. Power-up, 
my friend. You'll be 


here a while. 


The Action/Adventure game 


Eight incredible 
3D worlds with 50 
realistic stages 


brought to you in true 3D 


Game art shown is from the PlayStation™ Game Console 


Play the demo: 


Available for www.viacomnewmedia.com 
poco ROM p Call (800)-469-2539 to order s^ VIACOM eS 
ENTERTAINMENT e e 
PlayStation | NEWMEDIA.. 
© 19% Viacom International Inc. All Rights Reserved. Viacom New Media, The Divide: Enemies Within and all related titles, logos and characters аге | Maal 
trademarks of Viacom International Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc, | E SRB 


ASC • AVAILABLE NOVEMBER 
As reported in the September issue of PSExtreme, 
American Softworks is set to release TNN Motorsports 
Hardcore 4x4 for the PlayStation. As one of the most 
promising racing games we've seen, we thought 
another look at the latest version would be in order. 
The new version has added a race commentator that 
follows your progress throughout the race. 
Additionally, the truck physics have been tweaked 
to mimic the actual behavior, as the vehicle slams 
into another mountain side, or flips over another 
truck. A new driving perspective is being added as 
Well. A cockpit view, with hands on the steering wheel, 
will be in the final version. The emphasis is on real- 
ism and fun. There is a sufficient amount of humor 
sprinkled throughout the game to make even the 
most cynical gamer crack a smile. Hardcore 4x4 
seems to have all the elements required for a mega- 
hit; stand-by for a complete review next month. 


. ASC • AVAILABLE NOVEMBER 


One of the more pleasant surprises coming out 
of the ЕЗ show this year were the 4th quar- 
ter titles being produced by American Softworks. 
Their first two titles were previewed last month, 
and this month we have the pleasure of look- 
ing at one of the most interesting and aggre- 
sive titles of the year: Ten Pin Alley. The game 
is designed with fun and humor as the ultimate 
goal and, if this first look is any indication, ASC 
has obliterated their target. The game centers 
around three different themed bowling alleys, 
with mutilple bowlers in each. Each bowler has 
their own unique celebratory and failure behav- 
iors which are designed for the maximum laugh 
factor. From then on, it's just pure and sim- 
ple bowling. The entire enviroment is drawn in 
beautiful 3D, with authentic bowling sounds 
(no, not some bar-fly ordering another patty 
melt and a Budweiser) surrounding you. 
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Long before 


there was ultra-super-duper-64-bit-polygon-video- 


capture, hardware hype, WEIRD TYPE , point- 


м. Less game ratings, ЕЗ, Screaming: Guys in ads, 


ViRtUaL ReALItY, 


there у 


Introducing Namco 


Remember ere coos aa s 


iue MIGH SCORE 


499 114949 


меге one-or-two player mode? 


The greatest icon in gaming history returns in his original 
romp. Can you escape the ghosts while munching your 
way through a maze? Pop a power pill and gobble up a few 
phantoms along the way. 


Well those days are back and better than ever. Presenting 


The arcade shooter that set the 


standard. Squadrons of robotic 
bugs set out to swarm your 
starship. Includes never seen 
before bonus rounds – plus 
a way to sacrifice ships to 


increase your own firepower. Namco Museum" Volume 1 for the PlayStation” — the first 


vas fun. 


Museum Volume 1 


in a series of five video game 


тм 


SCORE возо 5 SPEED 275k, 
HIGH 


compendiums comprised of the 


Let the bad guys suck exhaust and 
dine on dust. You're going pedal to 
the metal through a maze, taking T 
chances and checkered flags. world E most famous ar cade The great granddaddy of all racing simula- 


tions. Climb into the cramped driver's cage 
of your 200 mph Indy car. Try to qualify, 
then go head-to-head against some of 
the greatest racing machines on earth. 


classics, plus Japanese hits never released in the U.S. 


Also includes 
ToyPop™ & 
New Rally X" 


There’s an entire galaxy teaming 
with evil and most of it lurks 


within enemy space stations. ® 
Blowing the bad guys to bits has d 4 à 

à PlayStation 
never been this fun. тм 


Namco Museum Volume 17™ & © 1935 Namco Ltd. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. The ratings icon is a registered trademark of the Interactive Digital Software Association, 
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SOVIET STRIKE 


EA • AVAILABLE NOVEMBER 


Soviet Strike takes place in the former Soviet 
Union where a variety of "special interest groups" 
are trying to take over the country by destroy- 
ing what's left of the Russian military. You will 
have five different missions to contend with, that 
will take you all over Eastern Europe. Sort of an 
all expense paid trip to hell. The missions are 
played out over photo-realistic digitized terrain 
with multiple camera angles, and an interactive 
music system that follows the pace of the game. 
The game will also feature, what EA refers to as 
a living battlefield, which basically allows the 
enemy troops to react to their situation whether 
or not you are engaging them. Another unique 
feature will allow the player to utilize the 
STRIKE.NET, which is a web of intelligence relat- 
ed items that allows the player to access infor- 
mation on the enemy’s movements. 


MACHINEHEAD 


EIDOS • AVAILABLE OCTOBER 


Eidos Interactive has been on the march lately, 
with a number of titles for the PlayStation slat- 
ed for delivery this fall. One of the more intrigu- 
ing titles is a game called Machinehead. A rapid 
reproducing, man-made, machine-like virus is 
taking over the planet and two scientists have 
created a way to destroy the machine head. The 
problem is, the weapon required to deliver the 
nuclear bomb, required to destroy the thing, needs 
a brain. Meanwhile, back at the ranch, the beau- 
tiful scientist, Dr. Kimberly Stride, was conked 
on the head by her geek assistant, Orvile McCartel. 
The next thing you know, the voluptuous Dr. Stride 
is strapped to the delivery vehicle, in an outfit 
that would make the cover of the Victoria's Secret 
catalog, to be used as the brain required to deliv- 
er the bomb. Your job is simple: destroy the 
machinehead and survive. Then, you will be able 
to exact your revenge on the geek. 
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W Choose from seven ¢7 @ 
authentic U.S. Army . 
attack helicopters 

ји Realistic weapons, threats 
and fight models 

Ii Arcade modê for fast 
“hunt and kill” action 

H Campaign mode for hours of 
real helicopter combat 

W Day and night missions in 

Central Europe and the Persian Gulf 


Visit your local retailer or call 24 hours: 
1-800-695-GAME (U.S. and Canada). 
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©1996 MicroProse Software, Inc. cuNsHIP and MICROPROSE are registered trademarks of MicroProse Software, Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. 
PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. All other trademarks are the property of their respective holders. Call 1-800-771-3772 for information on Game Ratings. 
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TECMO'S DECEPTION 


TECMO • AVAILABLE OCTOBER 


Tecmo’s Deception is a truly unique title 
that, to our knowledge, has never been 
done before on a home console system. 
You know how in almost every game 
you play, you’re always trying to res- 
cue the princess or save the world from 
impending doom? Well, in this title you 
take on the role of the antagonist, hav- 
ing sold your soul to the devil in order 
to exact revenge for being framed for 
the murder of your father, the King, by 
your evil brother. The sole purpose of 
Deception is to trap and deceive unwary 
travelers who have entered your 
domain, the castle of the dammed, in 
order to steal their souls. This is played 
out by luring them into specific areas 
in the castle where you have set your 
traps, such as spiked pits, copper cages, 
crushing weights and other various 
heinous devices and, then, by either 
stealing their souls for magic points 
or killing them for their gold. Deception 
is played out in a 3D perspective and 
features extremely detailed polygonal 
characters (as you can see from these 
Screen-shots.) We'll have a review of 
Tecmo’s Deception in next month’s issue. 


E ULL 


Crystal Dynamics' "Pandemonium" 


is nearing completion and is looking 
and playing better every time we get 
a new build. The gameplay empha- 
sizes speed and precise jumping — 
much like Sonic, but the theme of the 
game (and the music) is decidedly 
renaissance in style. It sounds kind 
of strange, but the combination real- 
ly works and is an effective merg- 
ing of technology, classic gameplay 
and an atmospheric graphic and 
sound environment. Like the Donkey 
Kong Country series and Crash 
Bandicoot, Pandemonium features a 
number of secrets and hidden areas, 
with the goal being to achieve a 100% 
'perfect' rating in all 18+ levels of 


INTERPLAY • AVAILABLE OCTOBER 


|| One of the three reasons why anybody 


ever considered buying Atari's Jaguar 


| system is about to find a home on the 


PlayStation — Interplay's Tempest X. If 
you've played Jeff Minter's "Tempest 
2000" on the Jaguar, or experienced the 
original in the arcade, you know that this 
is a VERY special game. Tempest X fea- 


| tures six different modes of play, includ- 


ing: original and 2000 modes and, new 
to the PlayStation version, Tempest X and 
Trippy 2000, as well as five new 3D ene- 
mies. It represents all that can be great 
about interactive games: almost endless 
playability and an addictive quality that 
transcends time and technology. Naturally, 
we'll review it for you real soon. 
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EXPECTING • Раде 49 


the game. Pandemonium will also fea- 
ture three different bosses and a cam- 
era system that is very fluid and that 
enhances gameplay. In addition, the 
game has one of the best looking, fun- 
niest intro’s we’ve yet to see ... more 
next month. 
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Race with 35 of the fastest, 
most maniacally-aggressive 
drivers on the paved planet. 
(The only thing you'll lack 
is a fireproof body suit.) 


Guitar gurus Steve V. 
and Joe Satriani provide 
the high-octane road tunes. 
(Playable in mono, stereo, 
Dolby Surround or Q-Sound.) 
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Trees, buildings, grandstands 
and surrounding scenery 
added from over 100 hours of 
video footage. (Sorry, winner's 
circle bimbos not included.) 


SEE MONTE CARLO. 
AT A LEISURELY 200 MPH. 


26 cars perfectly mirror 
their real-world counterparts. 
If you plow into a sidewall, 
you better count on a pit 
stop and col 


Legal stuff: PlayStation and the PlayStation 
logo are trademarks of Sony Computer 
Entertainment Inc. Licensed by FOCA to Fuji 
Television. ©1996 Psygnosis, Ltd. The Legal 
Beagles at Psygnosis in no way support 
reckless driving, excessive speeding or 
smoking of tires in public places. Also, to 
help cover their hinies, they would very 
much like to go on record with the following 
advisory: please do not attempt reading 
mouse type (such KIDS T0 ADULTS 
as this) at veloci- 
ties in excess of, 
say, 200 miles per 
hour. Hoot, hoot. AGES 6+ 
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PlayStation. 


Choose your race style: 
Arcade mode, two player 
mode (for you competitive 
types) or Grand Prix sim 
mode for hard-core purists. 


Hit 17 of the world's 


most famous race tracks — 
each recreated from official 
FIA surveyor’s maps, each 
replicating actual specs. 


Hyper realism to the 
extreme: 256 colors, 150,000 
polygons at 30 fps. Ambient 
in-car sounds taken from 
actual F1 cockpits. 


PSYGNOSIS 


www.psygnosis.com 


START YOUR PLAYSTATION. 


FORMULA 1. THE GAME. 


BLACK DAWN 


VIRGIN /BLACK OPS • AVAILABLE OCTOBER 


Black Dawn is the Helicopter based sequel to 
Virgin's first PlayStation title, Agile Warrior 
F111-X. As we reported in our E3 preview, 
Black Dawn is a real time 3D, polygon based 
shooter, that gives the video aviator a chance 
to fly and fight in a variety of new scenar- 
ios. There are eight scenarios all together, with 
multiple missions in each. Three different per- 
spectives allow total depth perception while 
flying and the vast array of weapon choices 
should keep you entertained for quite some 
time. The look and feel of the game are even 
better than Agile Warrior, plus the helicopter 
adds some new twists not available to the jet 
jockey. A hover strafe is something that has 
to be seen to be believed. Our first test flight 
with the latest version has us expecting some 
pretty big things from the folks at Black Ops. 
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ТЕСМО SUPERBOWL 


ТЕСМО • AVAILABLE OCTOBER 


The Football wars are definitely heat- 
ing up these days. Just as art often 
imitates life, before the baseball wars 
have been settled, here come the foot- 
ball wars. With over five football games 
due out this fall, we pigskin fanatics 
should be in for a real treat. You 8 and 
16-bit veterans out there should imme- 
diately recognize the title, Teemo Super 
Bowl. TSB was a monster hit on 8- 
bit, and Tecmo is looking to re-live that 
success with the 32 bit version. TSB 
retains the main game play elements, [|8 ? _ ү 
but is updating the look. The stat base i EH ES "b 
and the wealth of options, including NGC 
multiple camera angles and custom 
teams, look to be the product's 
Strengths. Look for our review next 
month. 
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ТР future 
Of racing... 
ШШ ИП 
3:0 ашосте! 
Live fast. Die fast. 
12 twisting tracks 
of high-velocity, i 
demolition ‘derby 
where you shoot first 
and overtake later. Pick up lasers, 
mines, smart rey and heatseeking 
missiles...then put the pedal to the metal and 
waste the competition/It's kill or be roadkill! 
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ROAD HOGS НЕНТ. 
TO ANIICY DEATH! 
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IN-CARSAM FOR AN USE EXPLODING FIREWALLS 
IN-YOUR-FACE DEATH RACE! TO CLEAN UP YOUR 
REAR-VIEW MIRROR! 
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KONAMI AVAILABLE OCTOBER 


Konami's classic Contra series is finally 
going to make it to 32 bit. Among the new 
features in this latest Contra is a new 3D 
environment that enables the gamer to 
have free reign while hunting down his or 
her prey. There is also a very cool 3D film 
option that allows you to view the com- 
bat experience with 3D glasses. To keep 
it interesting, you will have your choice of 
four unique Legacy of War fighters, and 
a full arsenal of weaponry. Some of your 
destruction choices are flame throwers, 
homing lasers, grenades, bombs, machine 
guns and much much more to satisfy even 
the most discriminating mercenary. You 
also have a healthy choice of vehicles; your 
options here include tanks, hover craft, 
helicopters and hoverbikes. 


KONAMI • AVAILABLE DECEMBER 


Konami is set to unleash a freak attack on 
the gaming industry. Broken Helix, 
Konami's new 1st/5rd person action shoot- 
er is almost ready to hit retail shelves and, 
when it does, you should be in for a treat. 
In Broken Helix, you play as Jake Burton, 
an explosives expert called in to diffuse 
terrorist bombs set in the Area 51 base. 
You get to choose the weapons you will use 
and have a 3D map and radar to help guide 
you through the adventure. Broken Helix 
is totally non-linear, allowing the gamer to 
determine the outcome based on his own 
decisions. The game takes the Doom style 
shooter, and adds an interesting twist. At 
a time when most shooters are getting a 
little stale, Broken Helix just might be what 
the Doctor ordered. BH should hit retail 
near the end of the year. 


CHANGE YOUR VIEW 
TO SET UP THE 
STRAFING RUN! 


MASTER THE ART OF DOCKING... 
THE MOTHERSHIP AWAITS! 


DIVING, ROLLING, 
LOOPING, BANKING- 
CAN YOU HANDLE HER? 


о ПАН FIGH EER 


Star Fighter: One flaming warhawk thrusting you at Mach speed from the Earth’s upper 
BEAM LASERS WILL . atmosphere to the warping vacuum of space where the only thing thinner than the air is your 
Baran MOM chance of survival. Swarms of enemy birds in real-time rendered-on-the-fly 3-D environments 

and enough ground-based lock-on firepower to ground you for good! Strap yourself in for a 
G-force, air-to-space challenge that'll separate the fly-boys from the fly-by-nights! 


PLAYSTATION" SATURN" 


- 
300, the Studio 3DO logo, and STAR FIGHTER are trademarks and/or registered trademarks of The ЗОО Company. P 
=> O 1995, 1996 The 3DO Company. All rights reserved.PlayStation and the “ в. logo are trademarks of Sony computer 

Entertainment, Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD.Al rights reserved. Acclaim 


is a division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights 
JATUIRN reserved; Screen shots shown are taken from the PlayStation version of the video game. www.acclaimnation.com 
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TOBAL No. 1 


SONY /SQUARE ° AVAILABLE NOVEMBER 


The fighting game wars have definite- 
ly started to heat up, as the first evo- 
lution of the revolution (58 bit) brings 
its first products to the market. Tobal 
No.l is a joint venture between 
Squaresoft of Japan and Sony 
Computer Entertainment America, 
which we first caught a glimpse of back 
at the ES show in June of this year. 
Mostly known for its RPG prowess, 
Tobal No.1 is the first fighting game to 
come from Square, which is an event 
in itself. The game is in full 3D and, 
due to limited texture mapping, runs 
at an incredibly realistic sixty frames 
per second in the PlayStation's high 
resolution mode — something that's 
never been done before! Unlike the 
Tekken and Virtua Fighter series, Tobal 
Мо.1 will use primarily fantasy-like 
characters, designed by Square's lead- 
ing artist, Akira Toriyama — although 
Tobal's main designers worked on both 
projects. There is also a nifty 5D quest 
mode included in the game, comprised 
of three dungeons. Rumor has it, like 
the Japanese release, it will also be 
packed in with a Final Fantasy УП demo 
disk featuring a fifteen minute, fully 
playable demo (see this month’s 
EXNEWS for more details.) Look for 
a complete review next month. 


THE LOST GENERATION OF GAMING. 
For the «ext generation. 


TERRIFYING MONSTERS! 100% RENDERED 
SEIMI-REALISTIC GRAPHICS! 100 TOTALLY LINEAR LEVELS. E von. 


1728060 


Bubble Bobble® is a registered trademark of Taito Corporation. © Taito Corporation 1986/1996. All 
rights reserved. Rainbow Islands" is a trademark of Taito Corporation. © Taito Corporation 1987/1996. 
All rights reserved. PlayStation and the "2.7 logo are trademarks of Sony Computer Entertainment, Inc. 
Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All rights reserved. Acclaim is a 
division and registered trademark of Acclaim Entertainment, Inc. © & © 1996 Acclaim Entertainment, 
Inc. All rights reserved. Screen shot shown was taken from PlayStation version of the videogame. 
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` ACTIVISION • AVAILABLE 4TH QTR. 


If you've been reading this magazine 
with any regularity, you know that 


titles in the 32-bit arena. Once the first 
three ship, however, Activision will 
have a couple more titles ready to go. 
One of the more interesting titles is 
a wrestling game acquired from Tomy 
Company Ltd of Japan. Toukon 
Retsuden (or Power Move Pro Wrestling 
as it will be known in America.) The 
game allows you to choose one of four 
wrestling arenas to compete in, along 
with cheering crowds and a rather the- 


ғ. 
жЕтЕ atrical announcer. You also have your 


choice of twelve different polygon-based 
wrestlers. Hach wrestler has his own 
repertoire of motion-captured moves 
including: pile drivers, body slams, 
thumb breakers and just about any- 
thing else you might want to do to your 
unworthy opponent. Each character 
will also visibly show fatigue as they 
progress through their match. If the 
final product is as good as the Japanese 
version, we may just have the new king 
of wrestling games. Look for a full 
review in one of the next few issues. 


по (флике Universal 


Universal Interactive Studios, 100 Universal City Plaza, Universal City, CA 91608 © 1996 UNIVERSAL INTERACTIVE STUDIOS INC. DISRUPTOR IS A TRADEMARK OF UNIVERSAL INTERACTIVE STUDIOS, INC. 
Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 
Call 1-800-771-3772 for Information on Game Rating. The ratings icon is a registered trademark of the Interactive Digital Software Association, Manufactured and printed in U.S.A. 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 
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RATTLESNAKE RED 


ACCLAIM ¢ AVAILABLE 4th QTR. 


Acclaim is best known for publishing multi- 
ple titles from a wide array of developers. Until 
now, they have yet to produce an "original 
title". Make way for Rattlesnake Red. (And no, 
that's not a new micro brew.) Mr. Red is a 
prospector who searches for treasure, using 
two very important tools: his shovel and a bag 
full of dynamite. The dynamite can blow open 
new passages, while the shovel can be used 
to knock your enemies back to the stoneage. 
Speaking of enemies, there are 25 in all, rang- 
ing from rattlesnakes (imagine that1) to ptero- 
dactyls. Sort of like Mario goes western, this 
adventure game allows the gamer to explore 
the entire region, without boundary and return 
to previous levels. The game is very early in 
the development stages at this point, but does 
contain some interesting game play elements. 


RE.: LOADED 


INTERPLAY • AVAILABLE DECEMBER 


Wel, here it is! Just a little over one 
year after the launch, and Interplay 
is set to release the sequel; you guessed 
it, ReeLoaded. Interplay is using poly- 
gon characters, this time around, but 
is maintaining the top down perspec- 
tive. In this very early version, the 
first thing you will notice is the incred- 
ible depth of the backgrounds. This 
time, the terrain is more varied. Expect 
a similar amount of characters to 
choose from, with some equally unique 
weaponry. Last years version was a 
kick in the pants to play, albeit a little 
on the repetitive side. This years task 
is to keep the fun factor of the origi- 
nal, while updating the look to second 


SONY • AVAILABLE OCTOBER 


Sony's "Epidemic" is based on the Japanese release, 
"Kileak, The Blood 2: Reason in Madness." The origi- 
nal title, "Kileak the DNA Imperative" wasn't anything 
to get excited about, but the sequel looks pretty darn 
cool. The first-person engine has drastically improved, 
with very fine detail and smooth movement, and the 


gameplay is much more cohesive and enjoyable than 
the original. In addition, the SGI cut scenes are very, 
very cool. The first game suffered because of a fun- 
damental lack of anything to shoot ... it was too easy 
and the story and play environment was goofy — ele- 
ments that have all been corrected in the sequel. While 
nobody is going to mistake the arcade action for any- 
thing found in Disruptor, Alien Trilogy or Doom, there 


is a certain polish and intelligence in this explorative, 
quest-like shooter that is hard to ignore. Epidemic 
will find its way to retailer shelves in October and we 
will review the title in our November issue. 
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P Hundreds of deadly 
combinations! 


|» Over 100 robotic killers to 
challenge you! 


| Intense split-screen mode for 
2-Player head-to-head ваше! 
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Dear Retailer: 


The customer whose name and address is listed below wishes to place a non-refundable deposit on Tecmo Super 1 
Bowl. Please contact your local game distributor and/or your central buying office for specific instructions. 
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Address Store Stamp or Receipt 
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Phone Number. 


Reserve те. copy(s) for the Sony PlayStation™ 
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ACCOLADE • AVAILABLE NOVEMBER 


2i d Building on the success of the PC-based 
es -* =| Test Drive franchise, Accolade is ready- 
a ae | ing itself for a fourth quarter release 
| = | of Test Drive: Off Road for the 
PlayStation. Like many of its older sib- 
lings, Off Road is a go anywhere, do 

| anything driving experience. As indi- 

| cated by the name, The Playstation ver- 

| sion is an off road four wheel drive 
racing game. Accolade went to some 

of the best 4WD manufacturers in the 

| business, to obtain the licenses for this 
7| latest Test Drive. Your vehicles of choice 
will include: the venerable Jeep 
а Wrangler (although we lovingly refer 
= = Х | to our Editor-in-Chief's Jeep as "The 
ae | Beast"), The Land Rover Defender ‘90, 
-> =. | the Hummer and what can only be 
described as a MONSTER truck. The 

= game will feature multiple courses, 

| with varying types of off road envi- 
ronments, all containing unlimited 
access to the terrain. The game also 
features authentic engine sounds, as 
each vehicle was recorded going 
through various off road maneuvers. 
At first look, the frame rate looks very 
fast, hovering around &О?рв. This kind 
of speed, in an off road game, will be 
very seductive; let’s hope the final ver- 
sion keeps pace with what we’ve seen 
so far. Look for our review next month. 
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А à cleaner. In order to return home, 
= he must find the 32 different | 
parts of his rocket, strewn over 16+ levels of hostile Woolie territory. 
The game is presented in real-time 3D, in the PlayStation's high- | 
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The game itself is heavy on puzzles and secrets, and requires 
д the player to utilize all of Bubsy's abilities. He runs, jumps, sidesteps, 
flies, swims, shoots atoms at bad guys, rides currents and even takes 
small backward steps: There are а number of different creatures 
carefully placed throughout this world, all designed to do away with 
V our favorite Lynx, of his nine lives! 
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‘tion to four different 
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This October Тесто" will 
offer you an Invitation to 
Darkness exclusively for the 
Sony PlayStation. 


Should you accept Tecmo's 
invitation you should be 
хас ег 


You must decide who lives 
and who dies. As in life, 
Tecmo's Deception will hold i see another саа 

you responsible for your = چ‎ - 
actions. Everything you do, EE] DES 
everyplace you go, everyone umm 

you meet has a reason. Are див 
you seeking revenge, 
resurrection or redemption? 
It's your decision. 


If you are strong enough and 
smart enough to accept the 
Invitation to Darkness you 
will play Tecmo's Deception. 


The customer whose name and address is listed below wishes to place a non-refundable deposit 
| Please contact your local game distributor and/or your central buying office for specific instructions. 
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pigskin is going to FLY and you will find 
yourself in many game situations where 
the team that has the last possession of the 
ball is in control of the game's outcome. 
Conversely, а matchup like Penn State vs. 
Alabama will 

bring a great 


RATED • Page 75 


00:58] 
24] з зт Әта 
Эвр AND 1 5 ON THE NEBRASKA 97 


||] NEBRASKA 


WISHBONE ~ SHOTGUN Pro зет Trips 


defensive struggle. 

Finally, there's the play control. Along 
with the basic football play engine, this is 
what separates "Gold" from the cheaper 
metals. You just can't beat the feeling of 
spot-on control, with no lag time found in 
GameBreaker. Bullet and lob passes, user- 
controlled laterals, speed bursts, both left 
and right-hand stiff-arms, spins, dives, leap- 
ing catches and interceptions, and more; 
there is no greater level of play control 
in a sports game. It's almost like Tekkeng; 
you have combo moves. An example: pitch 
to the halfback, speed burst to get wide, 
outside LB comes in for the hurt, stiff arm 
in the neck, second speed burst past the 
corner ... GONE! Damn, who says games 
aren't an aerobic workout? One more exam- 
ple: R1 button to put the "swimmie" on the 
offensive tackle, jiggle the control pad to 
break lose from that cheap hold he's putting 
on you, quick speed burst as you line up 
the QB Cwho had dropped waaaay back in 
the Shotgun) and then dive straight into 
his gizzards ... SCHWIIING! This much fun 
has GOT to be illegal! 

There has been no other football game, 
to date, that can do what GameDay did and 
what GameBreaker does ... better! ... PLAY 
A GREAT GAME OF FOOTBALL ... Every 
other game, including the new Madden 97 
(reviewed elsewhere in this issue) is a pas- 
Sive experience, when compared to the 
intense action that is at the core of this 
title. The "Bottom Line"? GameBreaker 
is heart-pounding, sweaty-palm action that 
Cuntil GameDay '97 is released) is without 
peer ... buy it! 


Dave 


Every other game, including the new 
Madden 97 (reviewed elsewhere in this 
issue) is a passive experience, when com- 
pared to the intense action that is at the 
core of this title. The "Bottom Line"? 
GameBreaker is heart-pounding, sweaty- 
palm action that (until GameDay '97 is 
released) is without peer ... buy it! 
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Anyone who has ever spent five 
seconds talking to me, knows Iam a 
car fanatic. I love everything about 
them. Heck, in the last sixteen years, 
I've purchased fifteen cars. (Don't ask 
me about the '944 Turbo!) While I never 
accomplished my goal of becoming а, 
professional race car driver, I have 
attempted to make up for it with video 
games. Last year, when Ridge Racer 
came out, my younger brother and I 1 
would race while talking to each other Fawn, tracks to potentially eat pave- 
on the phone, just for the privilege of Ment on, as well as four licensed tracks, 
mocking the loser without delay. (Dude three camera, angles, plus picture-in- 
you suck, по dude, you suck!) Needless Picture views of the course map, leader 


to say, І am а freak. This brings me ĉam, sky cam or rear view. EA uses 
to the topic of my latest endeavor: the collective talents of ABC, ESPN and 


Andretti Racing. Fox Sports to bring you the play by 

Andretti is but one of many racing play via some excellent FMV segments. 
games due out this fall for the And, of course, with a name like 
PlayStation and, as far as I know, it Andretti, you will also have the bene- 
is the only one that combines two dis- fit of the father and sonaj CESS (Re 
tinct racing formats. The first is the F1 ents through the racing school section. 
circuit and your other choice is Nascar. _ Before I dive into the play mechan- 
In both circuits you can practice your 195, let's get one thing straight: Andretti 
skills, race a single heat or begin a Racing is a pure racing simulation, pun 
career in an actual racing season. You realistic crash behavior and driving 


will have sixteen different, beautifully Physics. If you're looking for arcade- 
d Style racing, keep looking, because this 


isn't it. Whether you're on the F1 ог 
Nascar circuit, the cars are designed 
to perform as realistically as possible. 
This can actually be quite frustrating 
at times, because you have to learn 
to drive all over again, you just can't 
step on the gas and go. As I mentioned 
before, the cars will show true crash 
behavior, which includes parts falling 
off and reduced capabilities. This can 
create some of the most breathtaking 


space shuttle. 

Andretti looks and plays like a 
dream come true. The race tracks are 
stunning, the AI is perfect and the 
sounds of the engines will have you 
thinking that you really are Mario. 
(Andretti, that is.) The season track- 
ing and multiple race formats will give 
Andretti a longer than average shelf 
life, and the link ability should make 
for some pretty noisy parties. There 
are a few things, however, that keep 
Andretti Racing from earning our Gold 
award. The first is the near impossi- 
bility of driving in the cockpit view. 
This is generally my favorite vantage 
point; but in Andretti, it's hell on 
wheels. Secondly, there is no crowd 
interaction. You've got crowds in the 
stands, but no noise coming from them 

—— — = and, lastly, the soundtrack is just plain 
collisions you have ever seen. It also weak. You've got to have some heart 
requires you to be a little more cau- pounding driving music in the back- 
tious in your driving technique. Мо more ground, not this mindless techno waste. 
Storming into the curves attop speed, These three complaints aside, Andretti 
unless you want your shiny new F1 Racing is an excellent racing sim and 
racer to act а worthy purchase for driving game 
like the enthusiasts. 
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dream come true. The race tracks 
are stunning, the АТ 15 perfect and 
the sounds of the engines will have 
you thinking that you really are 
Mario. (Andretti, that is.) 


As you may have noticed, via the 
big, blue title above, the name of this 
game is “Motor Toon Grand Prix.” Some 
of you may know that there was a game 
of that name released in Japan, when 
the PlayStation was released, in 
November, 1994. This title is a trans- 
lation of the recently released (in Japan) 
sequel, “Motor Toon Grand Prix 2.” As 
good as the original game was, the 
sequel is much better — leading me 
to make the following statement (at the 
risk of taking all of the fun out of the 
rest of the review): Motor Toon Grand 
Prix is the Mario of driving games. 

What I mean by this, is that the title, 
while on the surface a basic driving 
game, has much more under the hood. 
For all of its beautiful, 30 fps, high-res- 
olution visuals, outstanding, atmospheric 
soundtrack and wacky sense of humor, 
the game has more depth and ingenious 
gameplay than a standard arcade racer. 
The key to this lies in the power-up sys- 
tem that is the heart of MTGP’s design. 
Each of the game’s five courses is lit- 
tered with yellow $ signs that allow the 
player to access a power-up wheel. This 


wheel features items like missiles, a 
Super Shield, bombs, a 32 ton weight, 
a jump feature, the ability to, tem- 
porarily, stop the clock (and the other 
seven competitors) dead, turbo’s and 
many more. Each of the items will take 
a different toll on the other racers, but 
some, when used in the wrong place, 
can cause a self-inflicted wound, man- 
ifested in a loss of time and position on 
the track. Once the “roulette” wheel 
determines your next power-up, you 
have no choice but to use it — no mat- 
ter what the effect (unless you want to 
go the rest of the race without using 
another power-up.) The end result in 
this play treatment is that the game 
becomes much more than a race to the 
finish: it becomes a smash-face slug- 
fest that leaves you wanting to play the 
game again and again, all the while 
bringing life to the cartoon characters 
you are racing against. (Anyone remem- 
ber “Dastardly & Muttly”? ... damn 
— showing my age again!) 

And, that’s not all. MTGP allows 
players to save their best runs and race 
against themselves — should the com- 
puter (or a friend via Link) become too 
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weak of a challenge. This feature is fan- 
tastic ... seeing your ghost car image 
on the screen and trying to beat it. It 
Seems like such a simple idea, but it 
is one that gives many more hours 
of play and 
enjoyment 


THE 


BOTTOM 


If you like driving games, you'll love 

this game. If you like action, charac- 
ter-based games, you’ll love this game. 
If you are currently breathing, you will 
love this game. Plunk down the dough, 
take a break from Crash and Tekken 2 
and power-up ... you will be glad that 


to the product. In addition, Polys, the 
developer of the game, has included 
three extra tracks, three additional vehi- 
cles/characters (beyond the five that 
you can access when you first begin 
playing), and some bonus games that 
include a quick F1/Nascar racing game, 
a 3D tank combat game that is really 
cool and a 3D take-off on “Battleship”. 
You get all of the “Goodies” by finish- 
ing in first place, in the Championship 
mode, on each of the five difficulty lev- 
els (the last two, Professional and 
Expert, have no $ power-ups.) 

All of this gameplay, in addition 
to the fact that MTGP is one of the most 
attractive looking and sounding games 
ever made, makes for one of the 
PlayStation’s best entertainment expe- 
riences. If you like driving games, you’ll 
love this game. If you like action, char- 
acter-based games, you’ll love this game. 
If you are currently breathing, you will 
love this game. Plunk down the dough, 
take a break from Crash and Tekken 2 
and power-up ... you will be glad that 
you did! 


Alpha 8 is here and it means to show 
you what a fighting game can be, when you 
concentrate on game play and not just flash! 
Alpha 8 takes place pre-SF1. The story is 
just the same as it always was, various 
fighters competing to be the King of the 
Street Fighters. Capcom delivers individ- 
ual story lines, through new endings, and 
offers you even more story revelation when 
you discover how to fight against a char- 
acter's mid-boss! 

As expected, Alpha 2 offers some new 
(ог not so new) faces and delivers 21 selec- 
table players, when you learn the new 
codes. First off, Bison, Dan and Akuma are 
selectable players without a code. Gen, from 
SF1, is back as the baton wielding, grenade 
throwing, Boss from Final Fight. Zangief 
and Dhalsim make a re-appearance with 
Zangief looking a little more burly and 
Dhalsim looking just as goofy as ever. The 
only truly new character is Sakura, a 17 
year old high school student that uses 
"Super Gymnastic Powers" to fight like 
her hero Ryu. 

Graphics, animation and sound? The 
Alpha team delivers top of the line. First 
off, you are treated to a much nicer intro 
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than Alpha 1. You get some new back- 
grounds that are an outstanding upgrade 
from Alpha 1 and offer some surprises. 
For example: Ken's background reveals 
some familiar faces, like Morrigan from 
DarkStalkers, and there are spectacular 
hidden backgrounds — like Sagat's grass 
field with a lightning filled sky. The music 
is still all Street Fighter, but spruced up 
a bit; the announcer sounds a lot better 
than he did in Alpha 1 and stage music has 
improved. Dhalsim's stage sounds the most 
Middle Eastern out of all versions to date. 

Being the norm for the SF series, con- 
trol could not be better. For you hard-core 
Alpha 1 players, the engine has been tight- 
ened up a bit, allowing for tighter air blocks, 
such as ground hits registering against air 
attacks. Chain-hits have been replaced with 
Custom Combos, which can only be used 
in conjunction with the Super Meter, but 
allow for moves like Fire-balls and Fierce 
Punches to come out with the speed of 
Standing Jabs. 

Even though there are lots of flashy 
3D fighting games running amok, very few 
can compare to the game play of Alpha 
8. Here is a quick run down of what Alpha, 
а game play has to offer: blocking in the 


air, a Super Meter that builds up while 
using your attacks and has three different 
uses: Custom Combos, Super Combos, Alpha 
Counters; you get Taunts for insult factor, 
ways to soften the power of a throw, spe- 
cial ways to 


THE BOTTOM LINE 


Alpha 2 is a must buy for all Street Fighter 
fans. It is an exact arcade translation and one 
of the most in-depth fighting games to date. 
For the people who dropped out of the SF 
series, now is the time to return. The only 
down sides to Alpha 2 are apparent in load 
time, lack of originality (SF has been around 
for ages), and the wide audience appeal of 3D. 


you are knocked down, special ways to 
attack low blocking opponents, new throws, 
of course, and loads of secrets and tricks! 
There are also many new ways to finish a 
round and all are acknowledged with spe- 
cial win icons: Super Combos, Custom 
Combo Finishes, Cheese, Super Cheese, 
Cherry, you can even win with Chun-Li's 
Taunt! What an insult! That is to name but 
a few acknowledged wins. 

Alpha 2 is truly a must buy for all 
Street Fighter fans, as it is an exact arcade 
translation and definitely one of the most 
in-depth fighting games to date. For the 
folks who dropped out around SF the Movie, 
the question is: "Is it worth my hard earned 
consumer dollars?" The answer is YES! 
Alpha 2 is PACKED with new stuff to learn, 
master, enjoy and use against your friends. 
I'm not saying you'll want to forego play- 
ing your 3D fighters, but mix this game in 
with your 3D fighter sessions and there is 
loads of fun to be had! The only down sides 
to Alpha 2 are apparent in load time, lack 
of originality (SF has been around for ages), 
and the wide audience appeal of 3D. 


и SPOT GOES TO HOLLY 


The bad news: Spot Goes To 
Hollywood is about as original as teas- 
ing editor-in-chief Greg Off about a poten- 
tially naughty middle name. It has an 
angled-overhead view of the action — a 
perspective that's been used since the 
ancient shooter Zaxxon, for the love 
of all that's holy — and it's a run-and- 
jump game, of which we've seen eigh- 
teen kajillion, on various systems, over 
the eons. 

The good news: Spot Goes To 
Hollywood is very fun stuff. There's a 
reason why the platform game was the 
formula of choice on 16-bit (and 8-bit) 
systems; with adequate controls and a 
few spiffy graphic effects, you are guar- 
anteed to have large quantities of happy 
fun. Spot easily fulfills both require- 
ments. Spot Goes To Hollywood places 
7-Up's mascot character into a vari- 
ety of worlds based on movie genres 
(although these genres exist in TV, books, 
and video games, too): science fiction, 
horror, action/adventure and pirate films 
(?), among others. In each level, sur- 
vival is your only goal, as you run and 
jump around, collecting red spots for 


points and extra lives. There are three 
types of obstacles: tricky jumps (where 
bad timing means sudden death), enemy 
critters (which can be pounced on to kill 
them) and mini-puzzles (which usually 
require an object to be touched or 
moved.) Like any good platform game, 
Spot Goes To Hollywood also has an 
abundance of hidden areas to find — 
exploration is rewarded here. 

Not once, while playing Spot, did I 
freak out over a great new gameplay 
twist or a keen visual effect, but I still 
found myself playing quite happily for 
hours. This is probably because Spot 
is like putting on a skanky T-shirt you 
wear every other day; it's not partic- 
ularly attractive but it feels very com- 


fortable. 

The colorful-but-blocky graphics, in 
Spot, certainly show their 16-bit ori- 
gins, looking much like slightly enhanced 
Super NES visuals (with the no-duh 

exception of 
the video 
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sequences, which are the best full-motion 
clips I've seen on the PlayStation yet. 
The sound effects and music are bril- 
liant, thanks to the loving guidance of 
Tommy Tallarico Studios. Tommy's musi- 
cal scores get better with every game, 
and Spot Goes To Hollywood is his best 
and most movie-like tuneage yet (but 
we still don’t like the jacket!) 

Spot Goes To Hollywood doesn't have 
revolutionary gameplay ог yowza-yowza, 
graphics; it just has a heapin' helpin' 
of retro-flavored platform-game good- 
ness, and that's a pleasant rarity in the 
3D-obsessed PlayStation world. 


Zach 


Spot Goes To Hollywood doesn't have 


revolutionary gameplay or yowza- 
yowza graphics; it just has a heapin' 
helpin' of retro-flavored platform-game 
goodness, and that's a pleasant rarity 
in the 3D-obsessed PlayStation world. 
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LISHED BY CRYSTAL DYNAMIC 


You might recall that, in a few issues 
earlier this year, a dude named Rex 
wrote the "Online" column for EXNEWS. 
(1 claimed the column for myself when 
Rex went to work for a video game com- 
pany, because I'm a, selfish weasel.) After 
Rex's departure, he kept in touch with 
me via e-mail, spending most of his time 
convincing me to look into Blood Omen: 
Legacy of Kain. He claimed it was the 
Holy Grail of games — the game that 
makes all who play it lose control of their 
bodily functions. (Well, not exactly true, 
but he said it was REALLY good.) And, 
after having played it to tears for this 
review, I gotta say — it's good, but not 
that good, Rex. 

But first, the pesky storyline. In a 
Gothic time and place, a man named 
Kain is brutally slain (insert bad-poet- 
ry joke here.) As his soul roasts in the 
netherworld, Kain is approached by the 
Necromancer Mortanius. This rather 
unattractive fellow offers to resurrect 
Kain, so that he might kill the mean- 
ies who done killed him; Kain agrees, 
but doesn't find out until it's too late 
that Mortanius has returned him to 
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Earth in the body of а bloodsucking bat- 
man. Creature of the night, Kain is, and 
it'll take him the entire game to learn 
if he can become human again. Silicon 
Knights says it'll take 100 hours to go 
from start to finish, and I almost believe 
them; this is the largest game world I've 
ever seen in a console RPG. 

So you wander around the massive 
landscape, doing the things you do in 
RPGs: talking to peasants, collecting 
moolah, equipping yourself with big- 
ger and badder weapons, and learning 
magic spells with which to kill more effi- 
ciently. You also have the power to trans- 
form into a bat (blab), a peasant (better), 
а wolf (cool), or a misty wraith (excel- 
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lent), all of which you'll need to travel 

to certain locales or solve certain puz- 
zles. 

You'll certainly be busy, but after 

the sick thrill of killing people wears off 

— and, for 

me, it wore 


off very quickly — the game loses much 
of its thrill. I know that's the case for 
most console RPGs, where the combat 
sequences are the highlight of the game, 
but Legacy of Kain's incredibly dark 
and gloomy tone just gets a little old 
after a while. Legacy of Kain certainly 
has graphic, uh, graphics; blood and gore 
are on abundant display. Various folks 
are chopped up into crimson clumps 
of Spam, decaptitated, drained of а mas- 
sive stream of blood or, quite simply, 
impaled. You bet your sweet bippy this 
game's gonna get tagged with an M rat- 
ing. But what's with the too-dark visu- 
als and the huge energy meter that takes 
up a fourth of the screen? It seems like 
a cheesy way to speed up the gameplay 
— but I was still experiencing the occa- 
sional slowdown (d'ohh!). The sound 
effects are very atmospheric, and I par- 
ticularly like Kain's overly dramatic, 
faux-British accented, descriptions of 
each item; the music is also good and 
moody, but with a game this long, it's 
inevitably going to grow annoying. 

Blood Omen: Legacy of Kain looks 
and feels more like а computer RPG circa 
1998 than a PlayStation game circa 
1996, but the vast cult of RPGers prob- 
ably won't care — and Sony doesn't 
grab the distribution rights to a game 
unless they see lots of potential. It’s good 
but I'm still waiting for a truly 
PlayStation-worthy RPG to be unleashed. 
And, at this rate, I’m gonna have to wait 
until SquareSoft brings me Final Fantasy 
VII next year. 


Kain looks and feels more like a computer RPG circa 
1992 than a PlayStation game circa 1996, but the vast 
cult of RPGers probably won't care — and Sony does- 
n't grab the distribution rights to a game unless they 
see lots of potential. It’s good but I'm still waiting 
for a truly PlayStation-worthy RPG to be unleashed. 
And, at this rate, I’m gonna have to wait until 
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It's time to reload the ol' double- 
barrel shotgun and get ready to venti- 
late some alien piggies — that's right; 
Williams Entertainment and id Software 
are back with "Final Doom" for the 
PlayStation. 

I think the best way of summing up 
this game is by using the old adage: "If 
it ain't broke, don't fix it." Final Doom 
offers fans of last year's game more of 
the original: more levels, more complex 
environments and more action. There 
is nothing new here, from a gameplay 
or graphic standpoint — no jumping or 
new weapons, or new technology but 
it still plays a great game of Doom. 

Final Doom has definitely been 
designed for the existing fan. Even on 
the 'wimp' setting the game is chal- 
lenging. And, try as I might to find fault 
with this approach, I can't find a whole 
lot. No matter how much I, as a video 
game fanatic, would like to see Doom 
taken into new areas, with new graph- 
ics technology and new, more complex 
play mechanics, I just keep coming back 
to the fact that the gameplay remains 
amazingly addictive. You've heard the 
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expression, "familiarity breeds con- 
tempt"? Well, in the case of Final Doom, 
familiarity breeds more familiarity. 
Years from now, I'm sure some psy- 
chologist will be trying to figure out if 
this game has any effect on us all but, 
for now, I gotta tell уа... it's downright 
therapeutic to blow holes in these suck- 
ers. You know, tough day at the office, 
you go home, the kids are getting on 
your nerves, 'niners (substitute 
team/sport of your choice here) are get- 
ting spanked while the Monday Night 
Morons drone on and on and it comes 
to you... "I think I'll fire up the PS and 
adjust my perspective a little." ... the 
next sound everyone in the house hears 
is your Chain Gun making everything 
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right, and peace is restored to your uni- 
verse. 

Feature-wise, Final Doom offers 
three new scenarios: Master Levels, TNT 
and Plutonia. In addition, both the 

Cooperative 
and Death- 
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match gameplay modes are back for 
another 80 at (and with) your 'friends'. 
In summary, I can't give Final Doom 
any points for originality, and the graph- 
ic environment is starting to look ragged, 
when compared to the newer engines 
found in Disruptor and Alien Trilogy, 
but that gameplay is still the stuff. It 
would have been great to get new ene- 
mies, new moves and the like but, for 
Doom fans, the new challenges offer 
many hours of no-brainer (well, actu- 
ally, a little-brainer) fun and the game 
still manages to send a chill down my 
Spine, and have my on-screen alter-ego 
running for cover, in both fear and sur- 
prise. It is rare that any game manages 
to stir these emotions in a player, let 
alone a game that is now over four years 
old. I believe that seasoned players will 
enjoy this product more than newbies 
who are wondering what all of the fuss 
is about. Therefore, my evaluation of 
the game is as follows: "Gold" game- 
play meets mid "Silver" graphics and 
originality and produces the 87% found 

below. 
Dave 


Itis rare that any game manages to stir these emo- 
tions in a player, let alone a game that is now over 
four years old. I believe that seasoned players will 
enjoy this product more than newbies who are 
wondering what all of the fuss is about. Therefore, 
my evaluation of the game is as follows: "Gold" 
gameplay meets mid "Silver" graphics and orig- 
inality and produces the 87% found below. 


Not too many people know this, but 
in addition to my lifelong memberships 
in the KISS Army and David Hasselhoff's 
Hair Club for Dorks, I'm also a card-car- 
rying member of the Guys Who Like 
"Bomberman" A Little Too Much Club. 
It's the ultimate party game; the con- 
trols are Gump-simple, and the game- 
play is so wonderful that even people 
who normally loathe video games 
(moms, jocks, sheepherders) find them- 
selves playing 'til the sun comes up. 
That's why I weep when I remember 
what Grid Runner used to be — a 
Bomberman-like exercise in addictive 
simplicity — and what it's become — an 
overcomplicated mess. 

My first peek at Grid Runner was 
over six months ago at a Virgin press 
junket. Back then, it was called Eur-It, 
and it had very recently been convert- 
ed from its original form, as a Super 
NES cart, so it still had a 16-bit look. 
The game could be described in a sen- 
tence: "a combination of 'capture the 
flag' and 'tag.'" Two players ran around 
a series of mazes, touching flags and 
tagging each other; the guy who was "it" 
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couldn't touch flags. Simple stuff, but so 
much fun that I kept sneaking back into 
the meeting room to play a few more 
&ames. I figured they'd beef up the 
&raphies and sound to PlayStation stan- 
dards and, wah-lah, instant *Silver". 
But, with the CD-ROM format and pow- 
erful 32-bit hardware, the developers at 
Radical changed and altered almost 
everything about Eur-It, and not for the 
better. 

The problem is that Grid Runner has 
evolved into a semi-shooter, semi-con- 
trollable platform game. The players now 
have & huge variety of weapons with 
which to shoot at each other, but most 
of them are more annoying than cool- 


looking. The mazes аге too intricate, with 
platforms that have all sorts of insane 
effects (shooting players around like pin- 

balls, teleporting them randomly.) 
Most of these changes seem to have 
been made 
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the one-player mode, but it's little more 
than an extremely dull 48-level (16 com- 
puter foes with three levels each) con- 
test where the computer opponents don't 
seem to get any smarter or any more 
interesting. Great multiplayer games are 
usually terrible for one player, anyway, 
but still. 

Grid Runner's graphics soitanly (I'm 
using the Curly spelling) don't push the 
PlayStation; they're rough-looking and 
a little too dark. The animation isn't 
smooth, but it isn't rough, either — kinda 
like my chin after eight or nine months 
of facial-hair growth. The sound effects 
are okay — the explosions, lasers, and 
other noises are adequate — and the 
techno music reaches the usual level of 
extreme annoyance after а, couple hours. 

The harsh verdict: Grid Runner is 
simply too boring in the one-player mode 
and too complicated in the multiplayer 
modes. It's a fatal case of overdevel- 
opment, taking a simple concept and 
destroying it with too many gameplay 
"improvements." A darn shame. 


Zach. 


The harsh verdict: Grid Runner is sim- 
ply too boring in the one-player mode 
and too complicated in the multiplayer 
modes. It's a fatal case of overdevel- 
opment, taking a simple concept and 
destroying it with too many gameplay 
"improvements." A darn shame. 


When the PlayStation was released 
last year, Psygnosis released two games 
with simplistic gameplay and huge gobs 
of eye candy. One of 'em was the car- 
smashin' Destruction Derby, the sequel to 
which is already well underway; the other 
was the futuristic racer WipeOut, the sequel 
to which I'm reviewing this very moment. 
Kinda nifty how that works out. 

So, like the first game, WipeOut XL is 
all about the joys of anti-gravity racing in 
practice, single race, and league modes. 
(There's also a two-player, two-PlayStation 
link-up mode.) As you race along the track, 
you can fly over arrows which give you a 
speed boost, or power-ups that give you 
one-use-only weapons (missiles, mines, 
rockets). 

Psygnosis has gone to town improv- 
ing the numerous bugaboos of the origi- 
nal WipeOut, and I'm just crazy enough 
to touch on them all for you. WipeOut had 
six tracks, опе of them a "secret"; WipeOut 
XL has six tracks, all of them brand-new, 
and all of them immediately accessible. 
(There might be a seventh secret track, 
but Psygnosis ain't tellin'.) WipeOut had 
eight racers to choose from; WipeOut XL 
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has 15, and it shows their strengths and 
weaknesses right on the screen (the orig- 
inal game forced you to refer to the man- 
ual.) WipeOut had two skill levels; WipeOut 
XL has four. The weapons in WipeOut were 
boring and had almost zero effect on your 
opponents; the weapons in WipeOut XL 
are fun to watch and can even destroy 
your opponents if they're weak enough. 
Most noticeably, the original WipeOut's 
steering was much too loose, and it was 
frustratingly easy to bounce along the 
walls; WipeOut XL's steering is tighter, 
although it's still not perfect, and you'll 
still get frustrated on the harder tracks. 

The original WipeOut's graphics were 
just quite possibly the best PlayStation 
visuals of any first-generation game, and 
WipeOut XL shows the benefits of a year's 
worth of learning curve. The tracks are 
more detailed, the weapons are more visu- 
ally spectacular, and the vehicles leave 
behind gorgeous "light trails." Yummy. 
The sound effects are better than average 
— the explosions in particular are nice 
and husky — and unlike the much-too- 
relaxed music in the original, the techno 
tracks in WipeOut XL definitely match the 
blistering pace of the gameplay. 
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Right about now, I hear one of the 
voices in your head saying: With all these 


ШЭ improvements, why am I giving WipeOut 
Tocem XL a score that's only two points above 


what we gave the original? It's the law of 
diminishing 
returns, mi 
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amigo/amiga. WipeOut certainly had its 
flaws, but it was a fun game; fixing the 
flaws makes the game better, but not by 
much. In other words, Psygnosis didn't 
fix anything that was broken; they 
tweaked what was already workin' just 
fine. The original John Madden Football, 
for example, was an awesome game, but 
the subsequent sequels didn't get scores 
of 125% — their scores were about the 
same. Anyway, I think I'm rambling. Am 
I rambling? Because sometimes I ram- 
ble on and on and don't realize it until ... 
[Shut up! — Greg] 

Seeing as how I'd sooner do myself 
in than lead off my closing paragraph with 
the ultra-cliche "If you liked WipeOut...", 
I'll try this even more straightforward 
approach: Fans of WipeOut should buy 
WipeOut XL. Fans of racing games should 
buy WipeOut XL. Fans of GOOD games 
should buy WipeOut XL. It's rah-thur good 
fun, and it shows off all the visual pizazz 
stuffed inside that little gray box known 
by my dyslexic brother as the StayPlation. 


Zach. 


Fans of WipeOut should buy WipeOut 
XL. Fans of racing games should buy 
WipeOut XL. Fans of GOOD games 
should buy WipeOut XL. It's rah-thur 
good fun, and it shows off all the visu- 
al pizazz stuffed inside that little gray 
box known by my dyslexic brother as 


the StayPlation. 
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With the onslaught of 3-D polygon 
based fighting games on the rise, it 
comes as no surprise as Capcom, the 
undisputed heavy-weight champ of 
fighting games, steps into the ring with 
a knockout of their own, Star Gladiator. 
I must say, at first I was a skeptic. 
When Capcom personally delivered 
Star Gladiator to the DP offices, it 
remained on the shelf for at least a 
week. Fortunately, someone acciden- 
tally mistook it for another game and 
popped it in the PSX. My first reac- 
tion was utter disbelief. "Capcom?" ... 
"Capcom did 3D?" Here's why... 

Star Gladiator has a variety of 
characters to chose from, each with 
their own, unique, fighting style. Bach 
character also comes pre-assembled 
with a deadly instrument of destruc- 
tion (that's weapon to you newbies). 
The kicker here is that each of the 
combatants come from different reach- 
es of the universe; hence, the name 
Star Gladiator. The available charac- 
ters from which to choose are: Hayato, 
Earth's hero and master of the Plasma 
Sword; Zelkin, a flying bird-like alien 
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with razor sharp claws; June, the cute 
mistress of the Plasma Circles; Saturn, 
a cone headed mercenary with two 
Plasma Yo-Yo's; Gamof, a hairy, but 
lovable, axe-wielding alien; Vector, 
an Indonesian robot psychic; Gore, a 
mutant brain-man with the ability to 
morph; Gerelt, a macho rapier-wield- 
ing fighter; and Rimgal, the primate 
raptor/t-rex with a huge club. There 
is also the end boss, Bilstein, the giant 
armored samurai, who is playable via 
secret code. Also playable via codes 
are: the real Bilstein, no armor and 
twice the plasma power; and Kappa, 
a Japanese water spirit. The reason 
all these characters are fighting is 
because the evil Bilstein has figured 
out how to harness the power of plas- 
ma, and wants to take over earth. 
Basically some are with him, others 
are trying to stop him. Anyway, who 
really cares about the story? 

One of Star Gladiator's best fea- 
tures is its huge variety of attacks. 
Besides regular attacks, you can use 
special moves: combos; plasma coun- 
ters, where you grab your opponents 
weapon and lunge in underneath for 
the attack; plasma reflections, where 
you bounce your opponent’s attack 
back in their face; plasma attacks, a 
once-a-round, supercharged attack, 
which lights up the screen when it con- 
nects; and final plasma combos, where 
you continuously pummel your oppo- 
nent into humiliation. Control is excel- 
lent: four buttons, vertical slash, 
horizontal slash, kick and guard (a la 
Soul Edge). You also have the ability 
to lunge forwards and backwards, as 


well as side to side, which, I must say, 
has been executed flawlessly. Matches 
take place on raised platforms (a la 
VF/Toshinden) and characters can get 
thrown, pushed, and combo'd right off 
the edge. 
My only 
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Ben's Breakdown: As you can see, I have 
nothing but praise for this, Capcom's first 
entry into the 3-D fighting game arena — 
spectacular piece of software. Excellent 
control, even better graphics and superb 
voices make this title a "must-buy" for any- 


Congrat’s to Capcom! I dub thee “Gold”. 


gripe is that new players can some- 
times score a lucky victory by hap- 
hazardly mashing on buttons, as 
combos link together very easily. 

Visually, this game is a master- 
piece. The characters are huge and 
beautifully shaded in bright pastel col- 
ors. Also, the detail level for each char- 
acter is unheard of: when the camera, 
zooms in on Gerelt, after a victory, 
you can make out his chest hair (hon- 
est, I wasn't looking, Greg told me). 
In addition, when weapons clash, 
sparks fly and actually light up com- 
batants bodies. If characters become 
distanced, the camera seamlessly 
scrolls away in order to keep both play- 
ers on screen. The music is decent, but 
the sound effects are what sets the 
audio apart from other games. 
Weapons clanging, solid punches to the 
face, a character getting slammed 
head-first into the ground, all sound 
as if they were sampled from actual 
combat. Even the individual charac- 
ter voices couldn't be any better. Each 
voice meshes perfectly with each char- 
acter's personality. 

Ben's Breakdown: As you can see, 
I have nothing but praise for this, 
Capcom's first entry into the 3-D fight- 
ing game arena — spectacular piece 
of software. Excellent control, even 
better graphics and superb voices make 
this title a "must-buy" for anyone who 
even remotely likes fighting games. 
Congrat’s to Capcom! I dub thee “Gold”. 


Ben 


likes fighting games. 


Those of you who were fortunate 
enough to have read our December ‘95 
issue, will no doubt recall our preview of 
JVC's Impact Racing. Well, the game has 
finally arrived, however, JVC has handed 
this one off to Acclaim to publish. When 
I first saw the title almost a year ago, 
my initial impressions were very favor- 
able; the game was extremely fast and 
very well drawn. So, what do you say we 
find out what ten months and some 
Acclaim muscle can do for the title? 

Impact Racing, as the name would sug- 
gest, is a contact sport type racing game. 
The goal here is not necessarily to finish 
first, but to destroy as many of your oppo- 
nents as possible en route to finishing the 
course in time to advance to the next level. 
To help you along the way, there are eleven 
different power ups ranging from added 
energy to firewalls, including a special 
mystery pick up that adds randomly scat- 
tered special items. If you're successful in 
the initial rounds, you earn access into the 
bonus rounds, where you can upgrade your 
weapons systems if you complete the 
round successfully. Each bonus round offers 
different weapons to 288 you build the 
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ultimate driving (killing) machine. There 
are three different courses with four dif- 
ferent variations, giving you a total of 
twelve tracks to unleash your terror. Once 
you finish these tracks, you get the oppor- 
tunity to race in а mirror, night and night 
mirror modes. This should be enough to 
keep you busy for quite some time. 
Additionally, you have your choice of three 
different camera angles from which to 
drive. Once you've played the game for 
a while, you will more than likely settle 
on the behind the car view point, as it is 
easier from this angle to aim your weapons 
with. This is a vast improvement over the 
preview version, as there was only one 
camera angle included at the time. 

The look of the game hasn't changed. 
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variety, or lack thereof, and the actual 
driving experience. If you are a driving 
purist, you will find Impact Racing to 
be somewhat elementary. As fast as the 
game moves, you don't get the feel that 
you're driving a car. It's more like a hov- 
ercraft. Just point the car in any direc- 
tion and it goes there, unlike Ridge Racer 
Revolution, where your driving skills are 
jİ challenged at every corner. In addition, 


you would think that, with over 18 dif- 


The texture-mapped polygon environment 
is very nice. The game is also running 
at over 30 frames per second which, based 
on my humble opinion, is one of the, if not 
THE fastest racing game currently avail- 
able on the PlayStation. Where Impact 

Racing falls 
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ferent track variations, it would take a 


this is not the case. The driving mechan- 
ies are very repetitive and the course 
variations are minor. The game play just 
doesn't change that much from level to 
level. The one truly challenging area is 
the bonus rounds, where you have a very 


cars to be able to upgrade your weapon 
System. Ultimately, Impact Racing finish- 
es as a solid bronze title, mainly due to 
the speed and look of the game; however, 
lack of originality and intense competition 
keeps it off the buy list. 


Alex 


The driving mechanics are very repetitive 
and the course variations are minor. The 
game play just doesn't change that much 


from level to level... 


Ultimately, Impact 


Racing finishes as a solid bronze title, main- 
ly due to the speed and look of the game; 
however, lack of originality and intense 
competition keeps it off the buy list. 
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The PS Extreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 

GOLD GAMES) ISSUE ЧАЛЫ МВА Live 96 May 1996 84% 
Tekken 2 September 1996 98% Battle Arena Toshinden 2 July 1996 84% 
Crash Bandicoot September 1996 98% Williams Arcade Classics May 1996 83% 
Alien Trilogy April 1996 97% In the Hunt April 1996 82% 
Resident Evil April 1996 97% VR Soccer April 1996 82% 
VR Golf April 1996 95% NFL Quarterback Club April 1996 82% 
Fade to Black July 1996 94% Robo Pit June 1996 81% 
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The Need for Speed April 1996 94% Wing Commander III June 1996 80% 
Die Hard Trilogy September 1996 93% Buster Brothers Collection May 1996 80% 
Jumping Flash 2 August 1996 93% BRONZE GAMES ISSUE RATING 
Ridge Racer Revolution September 1996 92% Floating Runner July 1996 79% 
Return Fire April 1996 92% Bogey: Dead Six August 1996 79% 
NBA Shootout May 1996 92% Gunship September 1996 78% 


Triple Play 97 July 1996 92% Blazing Dragons June 1996 78% 


NHL Powerplay 96 July 1996 92% Project: Horned Owl August 1996 76% 
Namco Museum Vol. 1 August 1996 92% D May 1996 75% 
Worms September 1996 91% Olympic Soccer August 1996 75% 
Slam “М Jam ‘96 May 1996 91% Shell Shock June 1996 74% 
International Track & Field July 1996 91% Striker 96 May 1996 7496 
PO'ed April 1996 90% Beyond the Beyond September 1996 73% 
Magic Carpet May 1996 90% College Slam May 1996 73% 
Bust-A-Move 2 August 1996 90% The Hive May 1996 73% 
| ПЕК ЕДЕ 5] Дь RATING | Johnny Bazookatone April 1996 72% 


V Tennis 89% Space Ник August 1996 70% 
Top Gun 88% Tecmo World Golf August 1996 70% 
Bottom of the 9th 87% Final Round Golf July 1996 70% 
Hardball 5 May 1996 87% 
Adidas Power Soccer 87% 
Tokyo Highway Battle September 1996 86% Olympic Summer Games 
Skeleton Warriors July 1996 86% Sim City 2000 


Project Overkill September 1996 85% Alien Virus 
Myst April 1996 85% Revolution X 


WHAT DO ALL THOSE NUMBERS MEAN? 
80-89% П 70-79% 0-69% 


Great games, but lacking in some Mediocre titles that suffer from Зе Тїп games are to be avoided at 
area; usually, for fans of that style some serious flaws. Rent — all costs. Only die-hard gamers 
of game. don’t buy. would buy these. 


Big Hurt Baseball August 1996 

September 1996 

September 1996 
April 1996 


April 1996 
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90-99% 
“Must buy” games; only the best $ 
of the best get Gold. We stand 
behind these games. | 


| Striving for Perfection? i MEX 
Dimension Publishing's got the | GP Garé 
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PlayStation 
Saturn 
Nintendo 64 
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Neo Geo 


To order by mail, send a check or 
money order made payable to: 
Dimension Publishing T Dg 
1175 Chess Drive, Suite E > e llli! 
Foster City, CA 94404 > Ф «ы 
Specify SFA, Tekken 2, Crash 
Bandicoot or Resident Evil. 


Allow 6-8 weeks for delivery. 
CA residents add $0.66 sales tax to 
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e-mail: gamemacter&zamey.com 


TEL: 1.516.351.8811 
FAX: 1.516.351.8894 


4 Schwab Ка, Melville, NY 14747 
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than 100 hours 


of adventure to destroy those who 


damned you, but you'll get them. 


Every last bloody one 


escaping into t! 


of night. 


Crystal Dynamics a 


Forever. It is a black and 


dreadful place. Where the 


undead feast on the living 


REVENGE 


legacy of Kain ore trademarks of Crystal Dynamics, ©1996 Crystol Dynamis 


to survive. Welcome to 
Crystal Dynamics Blood 
Omen: Legacy of Kain. 
Whether you choose the 
body of man, the form of 
wolf or the cloak of mist, the 
search for and annihilation 
of those who damned you is 


your only purpose. 
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